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ROLOGUE 


The legendary heroics of Cloud Strife and the members of Avalanche will 
never be completely forgotten, but like all memories good and bad, their 
tale has faded with time. However, it has taken more than just time to 


undo the damage wrought by the Shinra Company and Sephiroth. The 


the outskirts of the ruined metropolis. Although the Lifestream is slowly 


replenishing itself deep underground, all is not well on the surface. 


Nearly two years later, Cloud and his longtime friend, Tifa Lockhart, work 
together running the Strife Delivery Service while also taking care of 
children orphaned during the Jenova War. Even as time passed by, some 
things never changed. Cloud still had not come to grips with the past 

and still couldn’t forgive himself for the deaths of Aerith and Zack. Even 
surrounded by supportive friends and children in need of his guidance, 


Cloud continued to shut himself away from the world around him. 


What nobody realized was that Cloud had good reason to seek solitude. 

Like many others in the city of Edge, he had been inflicted with the disease 
known as geostigma, brought on by the presence of Jenova cells within the 
body. Knowing he couldn’t even save himself from the disease, Cloud didn’t 
have the confidence to face the sick children who looked to him for help. At 


one time, he had that strength. However, that was a long time ago. 


} 
| 
survivors of Midgar have rebuilt their lives in the city of Edge, located on 
{ 
Almost exactly two years after the defeat of Sephiroth, Cloud was forced 
to find reason again in his life. While standing at the Buster Sword placed 
as a grave marker for his friend Zack, three unknown men on motorcycles 
attack Cloud without warning. Soon after, at a meeting with Rufus Shinra 
(who is driven to restore the planet and restore his company’s name), Cloud 
| learns that the young trio is led by Kadaj, who seeks the remains of Jenova. 
' Together with his two “brothers,” he wishes to use Jenova to resurrect 
| 
{ 


Sephiroth and finish the destruction of the planet. Kadaj begins by taking 
all of the geostigma-infected children to the Forgotten City of the Ancients. 
Sepalofthegeostia 8 













1 year has passed since geostigma disappeared from the world. Although 
loud has come to embrace his circle of friends in Edge and forgive himself 


himself. He harbors suffocating regrets from working with Shinra 
Turk, and blames himself for what happened to the woman he loved, 
cia Crescent. The long years of isolation endured beneath Shinra 

nor had not erased the pain of his guilt, nor had the time spent with 
and the others. 


DIRGE of CERBERUS: FINAL FANTASY VII is the story of Vincent 

ine and explores the cause of his grief and self-loathing. Vincent 
marksman and possesses superhuman strength, as well as 
to excel in all forms of combat. Although Vincent can 
magic, it’s his ability to transform that represents his truly 
. Vincent's Limit Break enables him to take on the form 





Cloud, armed with a new sense of purpose in life, as well a new array of 
weapons, heads off to the Forgotten City to take on Kadaj and bring back 
the children. However, Cloud fails to free the children and ends up being 
rescued by an old friend, Vincent Valentine. His self-doubt continues to 


spiral downwards... 


It isn’t until Kadaj and his cohorts summon the colossal dragon, Bahamut 
Sin, that Cloud finds the strength to take up arms again. Fortunately, he 

is not alone. All of Cloud’s allies who fought with him in the past appear 

in the city of Edge to join the battle. Together with their unique skills and 
determination, Cloud is able to overcome his weaknesses and slay the 
dragon. With his spirits restored, Cloud then charges into battle against 
Kadaj. The fierce duel with Kadaj stretches across Midgar and takes them 

to the church where Aerith once tended flowers. Inside, Cloud is healed of 
his geostigma when water infused with the power of the Lifestream appears 


from below the church and falls upon him like a gentle rain. 


Cloud, with his body restored, gives chase again and the battle shifts in his 
favor. Just as Kadaj is about to receive a fatal blow from Cloud, his body 
takes on the form of Sephiroth and he deflects Cloud’s attack with ease. The 
battle continues and Sephiroth begins to overpower Cloud. However, an 
opening in Sephiroth’s defenses gives him just the opportunity he needs, 
and Cloud’s newly improved Omnislash cuts the sinister spawn of Jenova 
down once and for all. Sephiroth’s form reverts back to the body of Kadaj, 


who is at the edge of death. Aerith’s spirit once again appears and releases a 


healing rain across the land that cures the geostigma plague. 





of creatures such as the Galian Beast, a reminder of the cruel experiments 


performed on him by the scientist Hojo so many years ago. 


Taking on the role of Vincent, players will battle the menacing forces 

of Deepground that have risen from the ashes of Midgar after being 
forgotten by those who experimented on them for so long. Deepground 
is after Vincent, who they believe is the key to locating the mysterious 
Protomateria that is crucial to their ultimate objective. Fortunately, the 
World Regenesis Organization (WRO) is there to help him. With the aid 
of old friends from the past, Vincent must combat the devilish forces of 
Deepground while simultaneously overcoming the even stronger demons 


residing in his mind. 












Dirge of Cerberus: FINAL FANTASY VII is the complex story of Vincent Valentine, one of the allies who came to assist Cloud 
Strife in his epic battle against the Shinra Company and Sephiroth in the ineredibly popular FINAL FANTASY VII. 


Three years have passed since the so-called Jenova War and although Vincent briefly lent another helping hand to Cloud 
during his battle with Kadaj in FINAL FANTASY VII: Advent Children, Vincent has spent much of that time alone. Like Cloud, 


Vincent carries a heavy burden of guilt along with an unhealthy obsession of seeking revenge. 


Vincent's tale, as told in Dirge of Cerberus: FINAL FANTASY VII, involves many characters—some familiar, some not—and 
organizations. It is our goal that this chapter not only provides you with the biographical and gameplay-related information 


that readers expect, but that it also clarifies the complex relationships that exist between the characters. 






Vincent is the main playable character in Dirge of Cerberus: FINAL aes 
Jala 


FANTASY Vil and hidden character in FINAL FANTASY VII. Located i 
Lori oe AAT TTT 
the basement of the Shinra Mansion, players learned about his 23-year 30 (physically) 60" Unemployed, ex-Turk 


slumber. 


Per 


Vincent relies heavily on the use of long-range weapons (guns) and prefers none more than his triple-barreled handgun, Cerberus. In 
addition to being an expert marksman, Vincent can also transform into the creatures known as the Galian Beast and Chaos. 


BIOGRAPHICAL'HIGHLIGHTS 


‘e Former member of the Turks, the Shinra Company's special-operatives unit charged with protecting the company’s executives, RT 
ON OCU om IRC RRS ITC esse TCs 





The son of Grimoire Valentine, an important research scientist who worked on a project funded by the Shinra Company. Grimoire died over 
UCR CNM MACHT CUTRCR tice tee e 


Vincent was assigned to protect a beautiful scientist named Lucrecia Crescent and fell in love with her despite her reluctance to get close to 
him. It was Lucrecia who found Vincent's dead body and performed the experiment on him that gave him the form of Chaos, 














LUGREGCIAYGRESGENIT 


Lucrecia was an ambitious research assistant assigned to work with Grimoire 

Valentine, Vincent's father. Her zeal for research i defending her thesis led Personal Data 

to the untimely death of Grimoire in a laboratory accident. Later, when Vincent Deceased 54" A Scientist 
was assigned to protect her and Professor Hojo during the days of the Jenova 

Project, her tremendous grief resurfaced. 
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Reeve Tuesti is a former Shinra employee who was charged with overseeing 
housing and urban development. These days, however, he’s the head of the 





WN 








Personal Data 







World Regenesis Organization (WRO) and serves to protect the world from all 511" mae poem 







future attacks. 






Reeve pretends to not know who his financial backers are, but fans of FINAL FANTASY VII: Advent Children know to expect it to be 
Rufus Shinra, the shamed son of the former Shinra President. Reeve is known to fans as the master of Cait Sith, who used this likable 
animatronic cat to spy on Cloud's Avalanche group. 










Reeve, much to his credit, always cared about the everyday citizens of Midgar and eventually joined forces with Avalanche to overthrow Shinra. Now, as head of the WRO, he 
continues to fight the good fight and is a helpful friend and confidant to Vincent. 


CATES HH 
Cait Sith is the talking animatronic cat controlled by Reeve Tuesti. He is a master 


of disguises and worked as a fortune teller in FINAL FANTASY VII. Nowadays, Cait 
Sith spends his time with Reeve, assisting the WRO. 





Personal Data 
AGE _|_HEIGHT [OCCUPATION | 
N/A a Spy 


Cait Sith is the only other playable character in this game besides Vincent 
Valentine. Players can look forward to putting his short stature and spryness to use in a stealth-based mission during the main story mode, 
and also his combat skills in some of the Extra Missions. 


SHALUARR 


Vincent encounters Shalua in Edge during the assault by Deepground. Shalua is ai a 

a workaholic, devoted to spending her days with the WRO in hopes of finding Personal Data 

her long-lost sister (or, as she puts it, her reason to live). Shalua has spent many 55" ey Scientist 
years fighting foward that goal and has lost an arm and an eye in the process. 

Yet, she forges on, confident that one day she'll be reunited with the sister she 

failed to keep close so many years ago. 
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Of all the other members of the main Avalanche group from FINAL FANTASY VII, Personal Data 


Yuffie is the only one besides Vincent who makes a prominent appearance in this a Cam 
game. In many ways, Yuffie is the glue that has kept the group together, as she 52" | Wutoi Ninja 
has remained in contact with Reeve and Cid and keeps tabs on the whereabouts 


of everyone from Vincent to Cloud. 
















Although she has grown out of her thieving ways, she is as clumsy and talkative as ever. Yuffie will come to Vincent's aid, just as he did in 
Midgar three years earlier, and will be there to watch over him every step of the way. Even if it means getting airsick on Cid’s new ship. ... 





SHELKESTHESTRANSPARENIT 


Shelke is the computer expert of the Tsviets, assigned to assist Azul in tracking Personal Data 


down Vincent Valentine and retrieving the Protomateria. Shelke has been 
linked through the World Network with the personality data of Lucrecia and Cae mana Oo 


uses Lucrecia’s memories, knowledge, and emotions to know where to look for 
Vincent. She also begins to feel what Lucrecia feels and, as they say, emotions 
can sometimes get in the way. 


Despite having an ailment that forever keeps her body as that of a 10-year old (she’s actually 19), she fights with the sophistication of 
‘ someone twice her age. Her ability to create a magical shield and superior athleticism make Shelke a formidable foe. 


AVAL, Ui GROW sANN 


Azul is a giant of a man who commands the attention and respect of all who 















meet him. Azul speaks slowly and isn’t one to waste words, yet his shear mass Personal Data 
speaks volumes. As a member of the Tsviets, he takes his orders from Weiss like 33 95" Member of Tsviets 


everyone else, but he is clearly in control out in the field. 


As big as Azul is, his massive cannon is even bigger! Those who fight Azul must use his slow movement to their advantage and hope 
to out-maneuver him, or else suffer the power of his large cannon. 





ROSSORIHEIGRIMSON 


Rosso is the bloodthirsty femme fatale of the Tsviets. Never content to simply 


win a battle, Rosso seeks to make her foe suffer the most unbearable, Personal Data 
we eae ' A a TCT 
excruciating levels of pain imaginable. She finds the utmost enjoyment in the 5 54” Member of Tsviets 


suffering of others. 


Rosso is a proud follower of Weiss and, like the other Tsviets, is willing to risk her life to deliver the Protomateria to Weiss. Rosso fights 
with a large, double-bladed sword that features a machine gun mounted to the center. 


NEROMIHE 


Nero is the other member of the Tsviets under the command of Weiss. He gets 






his il from the dark cloud of ompiness that he wae. ~ outfitted in raid ote 
various straps and possesses a series of mechanical “wings” on his back that 3 S'S" IMember of Tsviels 


serve as both firearms and swords. Nero refers to Weiss as his brother and 
speaks of him with tremendous affection in his voice. 





ids WEDS THE IMAGO 


Weiss is the leader of the Tsviets and the defacto leader of all of Deepground. Personal Data 


He is a former member of SOLDIER and has waited three years to launch his 
Ta 
attack on the world, but the time has come. The secret world of Deepground has a wa aes 


remained hidden from the world long enough as far as he is concerned. 


Weiss is young, strong, and a gifted fighter. He is armed with tremendous powers—otherworldly powers at that—and fights with a pair 
of katana swords that double as machine guns. 













Professor Hojo was responsible for a lot of the problems facing the world over 





Personal Data 
the past several years. He was the man whose experiments caused the birth : = 
Ne hiroth, h : ible for Vincent's d . 4 CTT eT 
of Sephiroth, he was responsible for Vincent's death so many years ago, an emead 7" posennaues 






he even injected himself with Jenova cells to assist Sephiroth in his mission. 
Fortunately, the members of Avalanche were able to mortally wound him during 
the Jenova War. 












Pers ma al 


Although Cloud continued to harbor feelings of guilt concerning Aerith’s death, 

his irom over Kadaj in FAL FANTAS Y Vil: Advent Children helped hie find CC 
resolution and move on with his life. Cloud makes a small appearance in the 58” Courier 

game, along with his futuristic motorcycle, Fenrir. He helps lead the ground 

assault on Deepground. 

















After helping Cloud set up his delivery service, Tifa got involved with the 
displaced youth of Midgar and opened an orphanage. She keeps in close contact 

with Cloud and Barret and remains the steadying force she always was—or 5/6" m iain Owe 

at least tried to be. Although she has a small role in this game, she remains as 

likable as ever and continues to show the traits that always made her such a 

great friend. 





Barret was happy to get a new prosthetic gun after the events of Meteorfall. 


Personal Data 
Armed with this new limb—pun fully intended—he left in search of a new = 
ae ee, eC TTT 
energy source to replace mako, leaving his daughter, Marlene, in Tifa’s care. 6" Ueenpleved 


Barret’s enthusiasm remains strong and he happily helps lead the assault on 
Midgar by driving one of the Shadowfoxes into battle. Although his role is small, fans will no doubt enjoy seeing Barret shouting in his 
same old way with Tifa riding shotgun. 


Cid hasn't changed a bit; he’s still the best darn foul-mouthed, chain-smoker srsonal Data 

this side of Gaia. After marrying his former engineer, Shera, he sought fit eee ee 

to name his next ship after her. Cid’s new airship, the Shera, is a wonderful 510" ea Captoin 
piece of machinery and he proudly leads a WRO air division into battle against 

Deepground with it. 
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CAEP TACHIGS 


To succeed in this game, players must learn to effectively master the following gameplay aspects: Exploration & Combat, Materia, Gu 


Customization, Limit Breakers, and Experience. This section explains each of these important elements and aims to compliment the hi 
information provided in the official user’s manual. 











As Vincent, a player must work his way through 12 Chapters of It’s tempting to run headfirst 
battles and missions, containing roughly 90 different areas and toward the enemy with guns 
countless enemies. To do so safely, the player should adopt the blazing, but this is not always 
following tactics. the best option. Look for 










opportunities to hide behind 


- 
name 
Leen. te 

-_ 





cover. Not only does this give Vincent some relief from taking 
damage, but there are often angles that you can utilize that make it 
possible to shoot the enemy without fear of a counterattack. 


Pressing the Square button 


Move slowly when entering a 






new area and don’t forget to 






make frequent inspections of 












the in-game map, as it often 









reveals alleys and other side- 






areas that you may have otherwise run right past. Many of these and Left Analog Stick makes 






side-areas contain valuable items and gil. Vincent quickly dash away 


Many of the enemies don’t just 






from an attack. You can 





also use this same button 





combination to avoid falling 





on the ground after suffering 






blowback attack. M 
appear when Vincent reaches Cae ikl 


a certain point in the field; 


some of them are already in 






enemies will attack with such force that it will hurl Vincent 






through the air and momentarily stun him on the ground. Get 
right into the battle—and lessen the damage sustained—by 
pressing the Square button right before Vincent hits the ground. 









place waiting for him to show 






up. Use the Sniper Scope to scout the area up ahead and take the 
opportunity to line up a Critical Hit. 






————s”s 


KEEP THE KILLCHAIN GOING THE SAVVY SHOPPER 


No matter how badly you 


















The power of Vincent's attacks 
increases with each successive may want to upgrade a 
enemy that is added to an new weapon, don’t skimp 
active Killchain. Although 


the Killchain will expire after 


on purchasing potions and 
ammunition. Consider pausing | 
1 


several seconds of inactivity, the game momentarily and 


Coca Te Ss 


you can keep this Killchain TK skimming ahead a few pages 






active by destroying barrels and in this guidebook and check 
s. This makes it possible to “bridge the gap” between two groups out the information in the tables associated with each map to see 
ies and continue the Killchain from one battle into the next. if Vincent can pick up enough items before deciding to spend all 
bi of your gil on a weapon upgrade. That being said, you should never 
: DSHOT SUPREME miss an opportunity to purchase the maximum number of Ethers. 
13 oe Not every enemy has what is SMART ITEM US AGE 
™ known as a “weak point”, but 
refer to the Bestiary chapter This mostly pertains to those looking to earn the coveted S-rank, 
in this book to find an enemy’s but use your potions effectively to limit the number of items you 
weak point whenever possible. consume. Rather than drink a Potion each time you suffer some 
Not only does hitting a weak damage, wait until you have suffered considerably more damage 
point inflict significantly more and use a Mega-Potion or Hi-Potion. Additionally, don’t use an 
damage (and often result in Ether before checking the maps in the walkthrough chapter to 
ot kill), but it also earns you a Critical Hit which counts make sure that a Mako Point isn’t nearby. 
the end-of-chapter rankings. 


NEEP THE LEG, JOHNNY! ai pe 


Vincent is undeniably a master 
marksman, but don’t forget 
that he is also quite proficient 
at martial arts. Look for 
opportunities to conserve 
ammunition by attacking 
nearby enemies with melee 
attacks. Not only does Vincent 





possess a powerful melee combo attack—and can knock enemies to 


the ground—but some enemies prove invineible to bullets and can 


only be defeated with melee attacks. Vincent an also repel bullets eal) 


and swat away missiles with his melee attacks if timed properly: 


It wouldn’t be a FINAL FANTASY game without some form of magic and this one doesn’t disappoint. Vincent will obtain three different 
forms of Materia that can be attached to his guns and used to fire powerful Materia Shots. Better yet is the fact that you can equip other 


accessories to boost the power of the Materia from its standard Lev. 1 to a much more deadly Lev. 2 or 3. Consult the following tables for 


information on each type of Materia. 


FIRE MATERIA 


Fire Materia results in an explosive blast that causes a large spherical-shaped blast zone. It is a fast 
attack that travels in a straight line and spreads out in a wall of flames when it hits something. It is a 
very effective attack against groups of lesser enemies and is relatively inexpensive to use. 
(ACCS SA a 

1 14 200 |150 meters|2.65 meters | 14.3 

2 7 300 | 150 meters} 4.03 meters [17.7 

3 20 400 | 150 meters} 6.33 meters | 20.0 
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) 
BLIZZARD MATERIA 





Unlike Fire Materia, Blizzard zeroes in on a targeted enemy and 
will track after him or her for several seconds. When it makes 
contact, Blizzard freezes the enemy in place momentarily and 
causes significant damage. This serves to not only harm the enemy, 
but also interrupt his attack and lock him in place long enough for 
Vincent to perform a follow-up attack. Although not necessarily 
useful against large groups of enemies, Blizzard Materia is very 


effective against single, quick opponents. 


LEV.| MP COST | FORCE | DIST. EXP. RAD. DMG. PER 1 MP 
] 7 450 (150 meters|0.64 meters | 28.1 


2 é 20 600 (150 meters|0.64 meters | 30.0 
3 23 750 |150 meters|0.64 meters [32.6 


THUNDER MATERIA 


Thunder Materia emits a 
powerful electric current that 
zaps an enemy that is hit with 
it, plus the current instantly 
spreads to nearby enemies and 
causes a chain reaction that 
can incapacitate a number of 
enemies. It can also knock all 
enemies to the ground that are hit by it. The one drawback to using 


Thunder Materia is that it consumes a lot of MP. 





LEV. MP COST FORCE |EFF. AREA, |EFF. AREA, DMG. PER 


att A 1 MP 
7 250 {12 meters 2.0 meters 14.7 
25 600 [14.5 meters |2.3 meters 24.0 


33 999 117 meters 2.6 meters (30.3 





Although Vincent's trusty Cerberus handgun has gotten him out 
of a lot of trouble over the years, the battle against Deepground 
requires a bit more firepower. This game contains dozens of 
different gun parts, many of which you upgrade through a series of 


modifications. 


Vincent has three enero slots that i can save india 









be simultaneously attached to all three weapon oP 
there’s no need to have three identical parts because on® 


used numerous times at the same time! 





How you customize your weapons configurations will likely come 
down to two things: 1) your own personal playing style; and 2) 
the situation at hand. Although the ability to change weapon 
configurations is just a button press away, we recommend having 
three preconfigured guns available at all times. Before getting 
started on your own weapon customization, it’s important to 
understand the different characteristics of each part and how they 


affect the overall capabilities of the weapon. 


Gun Part Parameters 









SAL ee 
WT Weight The heavier the part, the slower Vincent moves when the gun is raised. — 
POW Power The higher this value, the more damage that the gun can cause when 
itis fired. 


SPD ‘Speed — “This relates to the gun's firing rate. The higher this value, the faster 
: you can fire the gun in quick succession. 
RNG Range This represents the Dist. at which Vincent can target an enemy and 
‘make an accurate shot. The higher the value, the further you can aim 
| ‘the gun. 
LONG —Long “This is the part’s impact on long-range accuracy. The higher the value, 


ies en the more accurate you will be at shooting distant enemies. } 
MED Medium The gun part's impact on overall, medium-range accuracy. The higher 

‘the value, the more accurate the gun is at medium range enemies 

_ (most enemies are encountered at medium range). 


‘The part's effectiveness at short-range accuracy. The higher this value, | 
the better the gun is in close range situations. 


SHORT Short 


As stated previously, there are dozens of modifications available 
and how you customize your weapon is largely dependent on your 
personal playing style. For more information on customizing your 


gun, read the Gun Data chapter. 












As anyone who has played 
FINAL FANTASY VII knows, 
Vincent has an ability within 
him to transform into a 
creature known as the Galian 
Beast. This is performed by 
using a Limit Breaker item. 
This item, while relatively rare, 
ws Vincent to temporarily transform into an extraordinarily 

erful creature capable of powerful combo attacks and the 

to hit distant enemies with homing fire projectiles! Even 
sinc a Limit Breaker instantly replenishes Vincent’s 






P gauge. 


Vincent Versus the Galian Beast 


ATTACK PAS ANT a a 








Unlike other games in the FINAL FANTASY universe, Dirge of 
Cerberus: FINAL FANTASY VII features a leveling system that 
enables players to choose how to use their earned Experience after 
completing each chapter. Vincent(does not Lev. up” during the : 
progression of a level. Instead, you can use the Experience earned 


over the course of a chapter to level up all at the conclusion of a 
chapter. The player also has the option to‘eonvert the Experience 
into gil at a rate 10x the total of Exp. 


The high cost of certain gun 
modifications makes the latter 
a tempting option, but it’s 
important to strike a balance 
between the two choices. 
Although it’s possible to 


complete the game at a very 





low level, it will be a bit easier 
for those who choose to level up. After all, the additional HP and 
increased Strength, Defense, Dexterity, and Intelligence combine 


to make Vincent a much more formidable foe. 
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Percentage of cehtietearent 

a ie Het aes 

ane of sh ko yt Wat ont ond vedo ri 
_ Total number of enemies killed during all Killchains. 















Number of consumable items used arg the chapter. 
‘Magic Ca _ Number of Materia Shots fired during the chapter. 
Mako Collected Percentage of all Mako Points utilized in the chapter. 
‘Times KO'd Number of times the player receives a Game Over. 
Time Expired Amount of time needed fo complete the chapter. 





‘The player is assigned a rank based on the individual chapter's requirements 
for each of these 10 categories, with “S” being the highest and “D” the lowest. 
To calculate an overall Chapter Rank and gil Bonus, these ranks are each 
assigned a point value and totaled. 












Rank PointValues Overall Chapter Rank and gil Bonus 
BCA 
eee ute 










s S 

A 50 A oe im 
B 30 B 400-499 1000 
C 7 C 200-399 500 
Deeb ie <199 0 








As previously stated, the ranking data included in the Walkthrough portion of this strategy guide is pertinent for Normal and Hard modes, 


but not for the Ex Hard mode. For those looking for a total challenge and wondering what it takes to get the best rank, check out the 
following tables of ranking data. 





































1: Sea of Flames 3: Silent Edge 

CTT a (EE a a ee ee ee eee 

Targets Destroyed = >162,— ‘161-150 149-120 | 119-90 | <0 Targets Destroyed = >100—S (99-95 94-80 (9-65 ts 
Accuracy Rate >75% 74%-65% 64%-50% 49%-30% <30% Accuracy >75% 74%-65% 64%-50% 49%-30% <30% | 
Damage Sustained —-<950 =» 951-1600 1601-2400 2401-3200 >3200 Damage Sustained <1650 1651-2100 + 2101-2800 + 2801-3600 >3600 j 
Critical Hits >140 139-120 119-100 99-80 <80 Critical Hits ->80. 79-70 69-60 59-50 <50 
Killchains 7 >140 ‘139-120 ‘119-100 99-75 <I5 Killchains >40 39-32. | 31-25 24-20 <20 71 
Items Used atl <6 7-10 11-15 16-18 >18 Items Used <] 8-12 13-17 18-20 >20_ 
Magic Casted Lest s ee Re) aes ee <2 Magic Casted >8 7-6 5-4 3-2 2.9 
Mako Collected >90% 89%-70% 69%-50% 49%-30% <30% Mako Collected >90% 89%-70% 69%-50% 49%-30% <30% 
Times KO'd | 0 fat) i 2 3 >4 Times KO'd 0 ] Z i 3 ae he 
Time Expired <20:00 | 20:01-28:20  28:21-38:20 | 38:21-50:00 >50:00 Completion Time <20:00 | 20:01-30:00 | 30:01-41:40 | 41:41-50:00 >50:00 
2: Showdown in the Wastes _ Headquarters Under Siege 


6455 54-35 34-200 295 | 94-88 B73 72-63 | <3 





Ca 
Targets Destroyed 





>65 


















Accuracy Rate >15% | V4%-11% | —10%-B% 7%-5% <5% lene m3 >60% 59%-50% | 49%-35% | 34%-20% <20% 

Damage Sustained —__<1000 1001-1400 1401-2000 | 2001-2800 _>2800 Damage Sustained | <1600 1601-2700 | 2701-3800 | 3801-5000 | >5000 
Critical Hits >15 14-12 11-10 9-5 <5 Critical Hits >63 62-53 52-43 | 42-33 <33 
Killchains | 35 | 34-25 24-15 14-10 <10__ ——Killchains >45 44-35 34-25 24-10 <l0 
<3 4-6 79 10-11 >i <10 1-14 15-20 21-26 >26 
eis he Fi Gs SG Sn eg >8 7-6 54 3) <2 

100% te 15% | 74%-50% | 49%-25% >90% 89%-70% | 69%-50% — 49%-30% <29% 
£02. 2 3 Orel eral 2 3 >4 

<N:40 | 11 ™ 16:40 | 16:41-21:40 | 21:41 -26:40 | >26: F i <25:00  25:01-30:00 | 30:01-36:40 | 36:41-41:40 _>41:40 


© ao ES 


















<25:00 








1 
Targets Eliminated 





>95 94-85 


are a 


ee 


84-70 
69%-60% 
5001-6200 
39-30 
44-33 
16-20 
5-4 
69%-50% 
2 


54-40 
59%-50% 
6501-8800 
39-30 
69-60 
18-28 
5-4 
69%-50% 
2 


149-135 
64%-55% 
6501-8800 
79-60 
79-70 
17-22 
5-4 
69%-50% 
2 


Accuracy Rate >80% 79%-70% 
Domage Taken <4300 4301-5000 
Critical Hits >55 54-40 
‘Killchains >65 64-45 
‘Items Used <] 8-15 
‘Magic Casted >8 7-6 
Mako Collected >90% 89%-70% 
Times KO'd 0 ] 

Time Expired <26:40 

& 

8-2: Fight for the Central Complex 
Oca 
Targets Eliminated >10 69-55 
iAccuracy Rate >10% 69-60% 
‘Damage Taken <5000 5001-6500 
Critical Hits >50 49-40 
iKillchains >80 79-70 
‘tems Used <10 M17 
Magic Casted >8 7-6 
Mako Collected >90% 89%-70% 
Times KO'd 0 ] 
Completion Time <28:20 

9: An Empire in Ruins 
Toigets Eiminated —>170~———*169-150 
{Accuracy Rate >15% 74-65% 
‘Damage Taken <5000 5001-6500 
Critical Hits >90 89-80 
iKillchains >100 99-80 
‘Items Used <9 10-16 
‘Magic Costed >8 7-6 
Mako Collected >90% 89%-70% 
Times KO'd 0 | 
Completion Time <40:00 


129-120 
59%-40% 
7001-8400 
84-70 
74-60 
27-30 
4-3 
49%-30% 
3 


89-70 
49%-30% 
6501-8000 


49%-30% 
3 


>170 (169-150 149-130 
>80% — 79%-70% | 69%-60% 
<4300 | 4301-5600 5601-7000 
>120 | 199-105 104-85 

>105 104-90 89-75 

<2 13-18 19-26 

>10 97 6-5 

>90% | 89%-70% | 69%-50% 

0 1 2 
<45:00 | 45:01-55:00 | 55:01-65:00  65:01-75:00 

bund Strikes Back 

2120 -119-105 (104-90 

>70% | 69%-60% _59%-50% 
<3800 3801-5000 5001-6500 
>125 | 124-100 | 99-80 

>80 79-65 64-45 

<8 9-14 15-19 

>8 7-6 5-4 

>90% | 89%-70%  69%-50% 

0 | 2 


_25:01-30:00 | 30:01-40:00 | 40:01-50:00 


ee ee 


69-60 
59%-40% 
6201-8000 
29-20 
32-25 
21-25 
3-2 
49%-30% 
3 


_26:41-31:40 | 31:41-36:40 | 36:41-46:40 


39-20 
49%-30% 
8801-1100 
29-20 
59-40 
29-36 
3-2 
49%-30% 
3 


28:21-36:40 | 36:40-50:00 _ 50:01-60:00 


134-100 
54%-30% 
8801-1100 
59-50 
69-50 
23-30 
3-2 
49%-30% 
3 


40:01-45:00 | 45:01-51:40  51:41-60:00 


<120 
<40% 
>8400 
</0 
<60 
>30 
<3 
<30% 
>4 
>75:00 


>50:00 


<60 
<40% 
>8000 
<20 
<25 
>25 
<2 
<30% 
>4 
>46:40 


<20 
<30% 
>1100 
<20 
<40 
>36 
<2 
<30% 
>4 
>60:00 


<100 
<30% 
>1100 
<50 
<50 
>30 
<2 
<30% 
>4 
>60:00 








\ 


5 Targets Eliminated >80 79-50 49-30 29-20 <20 
Accuracy Rate >70% 69%-60% | 59%-50% | 49%-30% <30% 
~ Damage Sustained <50 51-100 101-1000 1001-2000 >2000 

> Gritical Hits >20 19-10 9-5 4-] 0 
 Killchains >20 19-15 14-10 9-5 <5 
> Items Used <2 3-4 5-6 18 >8 

~ Magic Casted >5 4 3-2 ] 0 
Mako Collected N/A N/A N/A N/A N/A 
Times KO'd 0 | 2 3 >4 
~~ Completion Time <15:00____15:01-20:00 | 20:01-30:00 | 30:01-50:00 | >50:00 
> Cumulative Ranking 
i “a dh 
Targets Eliminated >1512 1511-1323 1322-1058 1057-798 <1%8 
Accuracy Rate >67% 66%-57% | 56%-46% | 45%-29% <29% 
Damage Sustained <65,560 65,561- 83,101- 105,301- © >129,500 
83,100 105,300 129,500 
Critical Hits >933 932-771 770-612 611-465 <262 
Killchains >790 789-645 644-490 489-310 <310 
Items Used <ll2 113-184 185-262 263-331 >33] 
Magic Casted >103 102-77 76-51 50-27 <27 
Mako Collected >91% 90%-70% | 69%-50% | 49%-30% 30% 
Times KO'd 0 1-13 14-26 27-39 >39 
Completion Time <6:31:20 6:31:21- 7:54:31- 9:43:21- | >11:55:01 
7:54:30 9:43:20 11:55:00 





10: Shinra’s Dark Secret 


Targets Eliminated >210 209-180 179-130 129-100 
Accuracy Rate >43% 42-37% 36%-30% | 29%-25% 
Damage Sustained _ <15000 15001-19000 19001-23000 23001-27000 
Critical Hits >75 74-65 64-55 54-45 
Killchains >165 164-150 149-135 134-115 
tems Used <l7 18-26 27-36 37-45 
Magic Casted >i] 10-8 7-6 5-4 
Mako Collected >90% 89%-70% 69%-50% 49%-30% 
Times KO'd 0 | 2 3 
Completion Time <66:40 | 66:41-76:40 | 76:41-86:40 86:41-100:00 
11: Beginnings 
Targets Eliminated >100 99-90 89-75 74-40 
Accuracy Rate >60% | 59%-50% | 49%-40%  39%-30% 
Damage Sustained <20000 20001-24000 24001-28000 28001-33000 
Critical Hits >90 89-70 69-50 49-30 
Killchains >35 34-28 27-20 19-10 
Items Used <i 18-26 27-35 36-44 
Magic Casted >8 7-6 5-4 3-2 
Mako Collected >90% | 89%-70% | 69%-50% 49%-30% 
Times KO'd 0 I 2 


_ Completion Time 





Targets Eliminated >15 74-70 
Accuracy Rate >80% 79%-10% 
Damage Sustained <3000 3001-3600 
Critical Hits >10 9-6 
Killchains >50 49-45 
tems Used <2 3-4 
Magic Casted >5 4 
Mako Collected N/A N/A 
Times KO'd 0 ] 
Completion Time 





_12-2:AFinale Chaotic 
CE 





<15:00 | 15:01-16:10 


<53:20 | 53:21-58:20 | 58:21-66:40 


69-50 
69%-60% 


3601-5000 


5-4 
44-30 














49-30 
59%-40% 
5001-6500 
3-1 
29-15 
1-8 


16:11-18:20 | 18:21-25:00 


<100 
<25% 
>27000 
<45 
<ll5 
>45 
<4 
<30% 
>4 
>100:00 













<40 
<30% 
>33000 
<30 
<10 
>44 
<2 
<30% 





<30 
<40% 
>6500 


>25:00 





\ SEA OF FLAMES 


Three years have passed since Vincent was plucked from atop the exploding mako cannon in Midgar and he’s spent 
much of that time alone thinking about his former love, Lucrecia. Then one day he receives a message from Reeve, 
the former Head of Urban Development for Shinra who eventually joined forces with Avalanche to help protect the 
a planet. Reeve is now the head of the World Regenessis Organization (WRO) and needs to speak with Vincent in 
the town of Kalm. The message comes just as a news report appears on the television concerning the discovery of an 
underground wing of the Shinra building in Midgar. It is said that thousands are believed to have once been used in 


vile human experiments performed by a secret sector of the Shinra Corporation. 


Vincent arrives in Kalm in conjunction with the town’s festival celebrating its reconstruction. But as he sits by 
the window of his room waiting for Reeve to contact him, he is startled by an explosion. A large contingent of 
unfamiliar soldiers are ambushing the town and massacring its residents. Vincent is slow to involve himself but thé 


pilot of one of the enemy crafts forces the issue by opening fire on Vincent from close range. 














TROT TET 
Deepground Soldiers are the most common These odd creations appear as if they were once a Deepground Commanders rarely make themselves 
enemies in the game. They typically attack normal DG Soldier, only now they move about on all visible, as they prefer to leave the combat up to the 
in groups of three and are armed with low- fours like a dog. They can quickly pounce on their grunts they command. That said, they possess more 
powered assault rifles. prey and attack with quick knife strikes. armor and firepower than standard DG Soldiers. 

















SULA UU SOMO CORO CR RRC SC MLE CeR RUM RCM TER CT as 
completing the chapter within the time constraints to earn the higher ranking. To do so, you must not waste time seeking out items or Memory Capsules, but instead focus on runnir 
TRUER RecN 


Another key to earning this rank is to use the Limit Breaker to refill the HP gauge in lieu of consuming multiple Potions. This will not only help reduce the number of items Vincent 
MORGUE A TI ECH CRON IMT Mla CSR ECC 


KET 





MEMORY CAPSULE #1 
The first of the fh 
the rooftop wi 2 wi 
center of the area. You cc 
the northern v rh 

center of the area. 





1emory 











Kalm is a small town located northeast of the former city of Midgar, on the outskirts of the wastelands on the eastern continent. Kalm 


CSS es eee RIOR COMUNE Am aCe st cs 
TORE OAL MUM CURR CRU Ta Ce TT 


Ott a Sy 1 a Sea 
Targets Destroyed >100 99-80 79-60 59-40 
Accuracy Rate >15% 74%-65% 64%-50% 49%-30% 
Damage Sustained <950 951-1600 1601-2400 2401-3200 
itical Hi >90 89-70 - 49-20 
>80 79-60 - 39-20 
<5 5 - - 
>8 6- . 2.3 
Mako Collected >90% 89%-70% ; 49%-30% 
0 ] 3 
<20:00 20:01-28:20 _28:21-38:20 _38:21-50:00 





BATTLE We Before crossing the catwalk over 


to their location, fix your sights 
































on the explosive barrel near 
the DG Soldiers. It takes just 


a single bullet to rupture the 





The game begi ith Vi . ‘ 
© oie aicens barrel and kill all four enemies 
atop a rooftop on metal 





simultaneously. 
scaffolding. Three enemies are 
positioned high on the roof 
directly in front of him. Quickly BATTLE 


raise the gun and fire. Tap the 


Right Analog Stick to quickly D . - 0% Soldier i 


toggle between enemies and Killchain all three of them in a barrage eal 





of gunfire. 
Take out the two enemies in the 
distance from atop the metal 


BRIEFCASE LOWDOWN ; te 


enn” Ml . 


of Dirge of Cerberus is littered with numerous Wikies et 
thing from consumable items to gun parts to gil. Each item is 
‘accompanying maps in each walkthrough. Note that Vincent 


platform near the pump. Switch 


to a first-person view prior to 









stepping onto the castle wall, 


as this will prevent them from 


Ls! at me 


Ty a certain number of items; if he doesn’t pick up an item after furs = J spotting Vincent and getting off 
rit (its name will oppear red in color on the lower left-hand corner the first shot. 





en), its because he can't fit its contents into his inventory. 


BATTLE 






4 i | 


“06 Soldier ] 





0G Soldier 2 


Continue past the stairwell to 


Climb the ladder near the the end of the castle wall to find 


enemy and quickly sidestep to another briefcase. Approach the 


the left before he is alerted. edge of the wall, look toward the 


This will make it possible to west (to the right) and defeat 


quickly Killchain the nearby the lone enemy standing on 





enemy with the one up the the distant platform. This is a 





stairs in the distance. Moving completely optional battle, but one that helps pad your stats and is 


into positions that afford important to earning an S-Rank. 


nobstructed views of unsuspecting enemies is a great way to 


ensure high accuracy and lengthy Killchains. 
__" BATTLE 
CRATE SMASHING Cae 


— ree ———— —— se 406 Soldier 4S 2 
te co ny,of them contain gil and other aie 
ing one open and use a 












Slowly descend the stairs in the 
stairwell until you hear a woman's 
voice. Raise the gun and sidestep 

to the left to fix the reticule 

on her. Pull the trigger for a 
headshot, but be ready to handle 


ne 
nf 4 two more enemies who emerge 


TAL mal] 





DG Soldier 


—— en from the next flight of stairs. Maintain a steady aim and blast them 


; ; 5 7 ; as they round the corner into view. Continue down the stairs and 
It’s possible to dispose of the four enemies on the walkway in the : 


- : : out onto the streets of Kalm. 
| distance with a single shot from atop the castle wall. ulcee 








" senile te | 
This V nory \apsuie is iocate 






behind a window o 






= 
tloor of a house 















Pas j ng 
a) 
1) Potion 
°e Fire Materia 
98 500 gil 
° 500 gil 






a Mn npntienl Tht 
Ww Sn: a) ed 
J | = at 
; rt The invasion came at a time of celebration as the town gathered for a 
o festival to celebrate its reconstruction. As the gunshots rang out and the 
, fires began to blaze, a total of 25 townsfolk fled into the night. Vincent 


must help these folks reach safety by eliminating the DG Soldiers hunting 
them down. 


MISSION 


= ENEMY ee MEAS CT 3 
DG Soldier 3 


4 Civilians 


Upon exiting the stairwell, reload 
































the gun and run to the far end 
of the alley. Four civilians will 
come running in terror around 
the corner—it’s up to Vincent to 
quickly eliminate their pursuers 
so that they can make a safe 
getaway. Switch to a first-person view and rush past the civilians 
while firing at the DG Soldiers. Step in the way of their bullets to 
protect the townsfolk and, if necessary, use melee attacks to finish 


off the assailants. 


MISSION 


1-2 / ah A MSC 3 
owen DG Soldier 3 3 Civilians 
|Beast Soldier 1 N/A 
DG Soldier 2 1 Civilian 


Slowly round the corner while 

remaining near the left side of the ; 
alley and take aim at the enemy 

on the left, nearest the three 

civilians. Shoot this particular 

enemy in the head so the villagers 

can make a run for freedom. Now 


quickly eliminate the enemy on the right. This one is closer to your 
location and will have a clean shot at Vincent, so act fast! A Beast 
Soldier will approach on four legs from further down the road; it 


just takes one bullet to the head to drop it. 


ontinue south along the road a few paces to the next intersection 
o find a lone man running. Quickly eliminate his two pursuers 


with a pair of gunshot blasts to save him. 


MAKO pom T i 

gees oe bins to tn further up the road, duck 
find the first Mako Point. 

Hatori sip this item on Vincent's gun 
peer Vincent can fire an explosive 









MISSION 





= ah UA MRSC 3 
DG Soldier ? 3 Civilians 
\Beast Soldier l N/A 


Enter the alley at the south end of 
the road and fire a Materia Shot 
to eliminate the three enemies 
before they reach the chain-link 
fence in the distance. There are 
three young villagers hiding in the 


two dead-ends beyond the fence 





and Vincent must eliminate the DG Soldiers and Beast Soldier 
before they find them. With the foes slain, grab the 500 gil from 
the briefcase behind the crate and locate the villagers to let them 


know the coast is clear. 


MATERIA SHOTS 








DG Soldier 5 
Beast Soldier ] 


Watch the Dragonfly take the 
prisoner container away and slowly 
proceed down the alley while 
hugging the left-hand side. Shoot 
the explosive barrel to kill the first 
group of enemies, then reload the 
gun and watch for one more to 
appear from the left. Destroy the crates in the distance to claim 500 


gil and approach the electromagnetic barricade on the right. 


Vincent must find a Cardkey to deactivate the barricade; 
fortunately, one is nearby. Shortly after investigating the barricade, 
two more enemies appear, one from the door near the barricade 
and another from the alley to the south. Eliminate the threats and 


use the Cardkey to continue. 


MISSION) 


]-4 [ao 


NA | N/A |4 Giilians 


BATTLE 


As Vincent approaches the next Qe Watch for a lone enemy to 
— A 


intersection, four more civilians emerge from behind the door 


cross his path from the left as the on the left as you proceed down 


sound of machinegun fire rings this particular road. He appears 


out. The Dragonfly has spotted at close range, so keep the gun 


them and is opening fire! Vincent raised and fire fast! Three more 








2 
. i 3 2 me . 
must quickly raise his gun and pis EA es g foes enter the alley and attack 


shoot the Dragonfly to scare it off its path. One direct hit is all it beyond the Mako Point. Keep the gun raised and open fire on them 


takes to buy the villagers enough time to hide. as soon as they appear. Sidestep to the left or right while firing to 
dodge their attacks. Continue around the bend and finish off the 


final two enemies in this area. 


LIMIT BREAK 


2m dropped by the DG Soldier who emerges from the first door, as it will be a Limit Breaker. This item enables Vincent to transform into the powerful 
pt only does this refill his HP gauge, but it also makes him extremely strong and durable. Press the LI and RI buttons simultaneously to end the 





= 






























Phoenix Down 


Potion 
Potion 
Hi-Potion . 
500 gil RY are any 
Sniper Scope ¥ 
Cardkey 
500 gil 
Phoenix Down, Handgun 
Bullets x180 
Hi-Potion, Handgun Bullets 
x180 
Potion 
Potion x2 
Limit Breaker 
Phoenix Down 
500 gil 
500 gil 
500 gil, Handgun Bullets 
x180 
Short Barrel 


@ eeeeeee 6 closely = 










MEMORY CAPSULE #4 
Head northwest away from the fountain to the bar- 
ticade up ahead. After being prompted concerning 
the Cordkey mission, turn and shoot the 
Copsule atop the wooden scaffolding high up on the 
> nearby building to the south. 






Stand on the northeast sid 


the fountain and look between the 
gap in the wall of the fountain and the 









Memory 





SULLA 


$ A 3 ig i) 
Sse Ta Tov Ta || 
as . 


AN ae a 


ro ee 
~\\ As Vincent enters the north side of town, he witnesses a prisoner being captured. One of 

the Beast Soldiers carries a young girl off to one of the nearby transport containers, while 

, another beast threatens the girl’s terrified mother. Vincent must free the young girl before 


the Dragonfly comes to take the container away! 


MISSION Nip 
QUANTITY |MISSION NOTES 
veto 0G Soldier 








After the girl is taken into the transport container, turn toward the area 
on the right and shoot the enemy baring its teeth at the mom. Reload the 
gun and approach the fountain. Several enemies will take aim at Vincent 
here, so be ready. Crouch down next to the barrel near the fountain and 
watch for an enemy to appear in the windows to the north and to the 
south. Another enemy appears on foot from behind the container with 


the girl in it. Run a quick lap around the area to flush out the other beast 





lurking in the vicinity, then approach the container and open it. 


It will take 14 seconds for the container to open. Use this time to reload the gun and back away from the 
container’s entrance. The beast that carried the girl away will lunge forward when the container door fully 
opens—shoot it in the head when it does to complete this mission. Saving the woman and child not only 


ends Mission 2, but also adds two more townsfolk to the tally of rescued civilians for Mission 1. 


SUMMARY 


$ rt B i i] 
Samiti Te Ts Tw ut | | 


Ps. Me. , a 


A To make his way across town to find Reeve, Vincent must deactivate several of the 
electromagnetic barricades that the DG Soldiers have erected. To do this, he must find the 


Cardkeys. He’s already found one of the four to get this far. The remaining three Cardkeys 
are located on the maps provided in this chapter. 



















MISSION MISSION 


4 ey ENEMY QUANTITY | MISSION NOTES = ays QUANTITY | MISSION NOTES 
tin, 0G Soldier 2 1 Gvilian DG Soldier 4 1 Cordkey 
iBeast Soldier ] N/A 


Approach the Mako Point in 


geerthe dead-end alley to the the alley to the northwest while 


e laser gate where ‘ 2 i 
meg tne laser g in a crouch position to avoid 


Vincent learned of his third detection. From there, Vincent 


ission. Quickly fire a Materia . ; 
gee Quickly fire ‘ can shoot the explosive barrel in 


2 group of enemies : oe 
Shot at the group of enemies the distance to eliminate the four 


ing in around the small child. oe : ; 
dlosing aaa : enemies in a single blast. There 


The Beast Soldier may escape this 





is a second barrel slightly closer to Vincent’s position that can be 


initial blast, so be ready to fire an extra round or two to Killchain it . ; 
" —? y used if the enemies advance. Proceed to the dead-end and collect 


with the others. the next Cardkey and 500 gil. Now it’s time for Vincent to return 
to the barricade (where the third mission was revealed) and enter 


the small building to the north. 


MISSION 


= AA | QUANTITY | MISSION NOTES 
a DG Soldier 4 3 Civilians BATTLE 


CTO 


Follow the main road to the west and acquire the Sniper Scope = DG Soldier 5 
along the way. Equip the Sniper Scope and continue to where the 
gap in the large fire is to the south. Three civilians are trapped B Goteliol inves paniaies attack 


between the fire and four DG Soldiers closing in from the rear. oa : 
from within the stairwell. The 


Fire a Materia Shot between the townsfolk when the enemies are “ ; . 
first three descend the stairs 
within range. This should eliminate two or three of them. Quickl . 

5 Q y toward Vincent as he rounds the 


fire another Materia Shot at the stragglers to kill them before they first corner to the right. Retreat 


harm the civilians. Press the R3 button to zoom in with the Sniper : ‘ 
out of sight from the stairs to the 


Scope to better see the DG Soldiers amidst the smoke. . Tate 3 
an hallway on the side and pop the 





enemies as they come into view. 

ae ; irs. 1 

Py a The other two are located at the top of the stairs. They are both in 
eb rae 1) ' aay ; ‘ , . 

the kneeling position with rifles shouldered, so be careful! Strafe 

up the first set of stairs while facing to the right, then immediately 


blast the DG Soldiers before they get a bead on Vincent’s position. 


BATTLE 
Cae 


DG Soldier 4 


This is a great spot to use a Limit 


Breaker, as Vincent is likely 
18/18 ie 


Pay ts ‘ to take some damage and the 


positioning of the enemies at 

the bottom of the stairwell puts 
Vincent at a disadvantage. As the 
Galian Beast, Vincent can unleash Samant 

powerful projectiles and deadly melee combination attacks. He’s 
also more resistant to gunfire. Watch for the DG Soldier closest to 
the door to drop the Long Barrel part. Equip this barrel at once, 


as it will prove vital in the next scene. 


























e439 
en 
=] 
= 
ae 
on | 
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a 


= 
ut 


BDH) BL BS] 





2 3 


Normal Barrel Long Barrel N/A = 


Sniper Scope Sniper Scope N/A 


Fire Materia Fire Materia N/A 







Handgun Bullets Handgun Bullets N/A 


Machine Gun Twin Rockets 
Throughout entire battle. |Throughout entire battle. 





DG Soldiers 


50 


J 


Only after receiving 509 
damage. 


a 








The Dragonfly flies in wide circles around the perimeter of the town Ee Dr 
square. Although there is a briefcase atop the metal structure in the eR 
RRR CLC ee eeCn RC ROAST os a “J ; 
in the area), don’t worry about collecting them at this time unless it y ; ae y.2 nee i 
becomes absolutely necessary. You will return to this area in the not-so- MM a = ss 
distant future, so concentrate on the battle at hand, , ; 
DR eee aC mRNA Te — , oy. 
when attempting to dodge incoming rockets, as they will intensify the = - = : 
explosion caused by the rockets. These barrels will come in handy when 
Fa LRSM A pee Se Ey . 
ROR URL ORR CR TR its Dragonfly as it circles the area. Resist the urge to fire . or fi / 
a Materia Shot until the Dragonfly is squared-up in Vincent's direction, as it will otherwise likely sail wide of the target. 5 tr: 
The Dragonfly primarily attacks with machinegun fire in this early SU RUE AURA LL aoe re 
also fire a pair of missiles. Vincent can shoot the missiles out of the air, or dash and move out of the way. Press the Left i 
Analog Stick in conjunction with the Square button to perform a nM e 
——E SU RLU sos Ty lia 
Ph i ae a 34 FN MUCOSA Un aS a ET 
‘yy ‘ DCL AOC RLM RR ON ORR RNA RS ee ATT RCM mS Tc 
, zd mabe can prove to be a nuisance, you can actually use them against the Dragonfly. Switch to the MUM eR MLR On 
el Barrel and rapidly Killchain the DG Soldiers with the help of the explosive barrels scattered OUR CR Ce 
2 BA Mensa 
oe = VACA Tulle 
—ae TT UCOn MLR 
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While the Killchain is still active, quickly turn and fire a Materia Shot 
at the Dragonfly. A direct hit, especially on the nose cone, will all but 
TOM RCRA Ucn nares 
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The Vending Machine is located 
beyond the first door on the right 
in the office building from which 
Vincent flees after battling the , : 
Dragonfly. Before you purchase ae 


Me 
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room in the first floor of the = 


anything, however, scour each 





Office building to acquire other items and gil. Also, don’t forget to 
upgrade the Cerberus frame and top off the inventory with Potions 
and Phoenix Down. There are plenty of Handgun Bullets available 
inside a briefcase in the room at the end of the hall, so don’t waste 


any gil on them right now. 
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MEMORY CAPSULE #6 


After talking to the WRO member, tt 
Capsule is 






he platform above 





from the street where the Griffon is found. 
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|DG Soldier Sid 


06 Commander ] 


Climb the stairs in the office 
building with the new Short 
Barrel and upgraded Cerberus 
frame equipped. Several enemies 
attack at close range immediately 


following the cinematic. Quickly 





ana 
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fire a Materia Shot to knock the eae 





first wave back and use this momentary reprieve to slip behind the 
barrels for partial cover. Additional enemies funnel into the room 
via the large hole in the wall. Vincent can take them out one at a 
time as they come into view thanks to the rapid-fire capability of 
this new weapon configuration. Keep the Killchain going so that 
when the more powerful DG Commander enters the room, Vincent 
can pop him with a single shot that delivers more than 600 HP 


worth of damage! 
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0 Potion 

8 Potion x2 

9 Potion x2, 500 gil 

© © Machine Gun Bullets x200 


L Assist the 12 WRO Members. 


Weg en 


=". Members of the World Regenesis Organization have moved in to secure the area and 


is battle. 








Cross the courtyard to the southeast corner and utilize the Mako 





Points to stock up on MP. As Vincent approaches the large gate, 










several WRO members enter the area. Help this first wave of 
soldiers defeat the groups of DG Soldiers that appear from the 
west. Use the explosive barrels to rapidly Killchain them before 
they can organize a proper attack. Collect the Limit Breaker from 
atop the structure in the center of the area if you haven’t done so 
ready and smash the crates throughout the town square to load 
up on items. The WRO members who come to secure this particular 


area do not count toward the tally for Stage Mission 4. 
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protect the citizens of Kalm. Vincent's job is to help them succeed in fending off the DG 


invasion. Rush to their aid and defeat any nearby DG Soldiers before members of the WRO 
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can ingest Vital Rations and Spirit Rations to replenish a small 











Go through the gate to the 
southeast and talk to the WRO 
member. He offers Vincent 
information on the WRO, 
directions to the church courtyard 


where Reeve wishes to meet him, 





and several free rations. Vincent 


amount of HP and MP, respectively. 
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Gather the Griffon frame from 






the street and equip it with the 






Long Barrel and Fire Materia for 






the third weapon configuration. 






Follow the screams and gunfire to 






the north and climb the stairs on 
the right to help the WRO. Fire a 
Materia Shot into the throng of DG Soldiers, then strafe back and 













forth while putting the rapid-fire capabilities of the Griffon to use. 






Grab the Cerberus Relief accessory that a DG Soldier drops and 






return the way you came. 
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There are two sets of stairs leading around the perimeter of the 
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bar bral 1 










| QUANTITY | MISSION NOTES 
SRO Members, 4 Crfions | 


nearby square-shaped building. Head up the stairs on the left 

and attempt to rescue the WRO and civilians cornered by the DG 
Soldiers. Fire a quick Materia Shot at the enemies to weaken them, 
then finish them off with the Griffon. As long as you act quickly, it’s 


possible to save the 3 WRO members as well as the 4 civilians. 


a 


pe a 72 | ee 
eee Lg i 


vr 


Me 
i 
Trea 
0 


VU 
cure eg 
vurIG LOYG 


F Cardkey 
9 500 gil 

198 | Handgun Bullets x180 
© | Handgun Bullets x120, 





L Handgun Bullets x120 
8 Potion 
0 Hi-Potion 


0 Phoenix Down 
10 Machine Gun Bullets x120 


0 500 gil 
© Potion 
Phoenix Down 
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® Handgun Bullets x120 
® Machine Gun Bullets x120 
® 500 gi 

® Potion, Phoenix Down 
© Machine Gun Bullets x120 
o 500 gil 

oO Limit Breaker 















MISSION MISSION 


4 -2 aN QUANTITY MISSION NOTES 4-4 aN QUANTITY | MISSION NOTES 
i wn N/A N/A 2 Cardkeys DG Soldier 4 2 WRO Members 


Locate the Cardkey hidden within the crates behind the fence to Switch to the Cerberus and equip the Long Barrel and Sniper Scopé; 

the south. Although the map reveals the correct path to the church then continue north beyond the last barricade. Some WRO members 
is the path to the southeast, use the Cardkey to deactivate the are pinned down by sniper fire. There are a total of four DG Soldiers 

electromagnetic barricade to the north first. The fourth and final in the distance, so try using the Sniper Scope to get them. The first 
Cardkey is located beyond the barricade there, along with 500 gil. soldier is located far in the distance, atop the building at the end of 
road. The second one is below that one on the ground atop the hill. Pam 
slightly to the right while facing north to see the third DG Soldier, 


is on the ledge near the building above the walkway. The fourth soli 
® Use Cardkey 


Nias 


is high atop the building to the right, near the Mako Point. You will 
likely need to advance to the north to clearly see the last soldier. This 


final DG Soldier is nicely silhouetted against the full moon. 
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CLEAR YOUR SIGHTS 







» zooming in with the Sniper Scope, take a moment to make st 
no obstructions that might block the bullet's trajectory. A 


for a concealed enemy while peering through the Sniper Scope du 
! magnification. 
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Cerberus II Griffon 
Normal Barrel Normal Barrel 
Sniper Scope N/A 
y Fire Materia Fire Materia 
Handgun Bullets Machine Gun Bullets 
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Throughout entire battle. |Throughout entire battle. |Throughout entire battle. 
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contain hidden Mako Points. This is Vincent's only chance to collect the abundance of items in this area, but remember 
that completion time is one of the categories that count toward the chapter ranking system—grab the Limit Breaker, 
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PORTA E ERS 


As soon as the battle begins, the Dragonfly GL opens fire on Vincent with its machine guns. Dash forward and slip in 


underneath the gunfire while targeting its damaged leg. Although the Griffon has a faster rate of fire, put the Cerberus II 


CEO Ce Rc COMO ROMERO URC RTUR LER Cr iN mG ms (Ts 
downward, thereby exposing its true weak point on top. 
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Continue firing on the weak point until the Dragonfly GL gains a bit of "Pai a: 
: altitude and begins to spin. y 
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CCN ALR SSM LTRS alsa CoM RUN Ce OR TCs 
dash maneuver to evade the missiles while trying to slip in underneath 
TC ACROSOME RRL eT 
leg. This will result in the Dragonfly GL once again slouching over on its 
side as it tries to regain its power. This is Vincent's chance to finish it off! 
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Due to the relative lack of available weapon modifications at this time, it’s recommended that you use the experience eared throughout this chapter to level up. Depending on your performance, Vincent 


should move from Level 1 to Level 6 or 7. This will give him a substantial increase in overall HP and DEF. 


If possible, refrain from purchasing consumable items and, instead, sell any excess you may have to boost your gil total to 6,500 or more. This will enable you to purchase both the Cerberus Ill and 


Normal Barrel II modifications, 


SEA OF FLAMES WRAP-UP 





, THE WASTES 


Riding together in the back of a high-tech WRO transport known as the Shadowfox, Reeve and Vincent discuss 


the ambush in Kalm. Reeve shares what little he knows of the secretive Shinra ar my known as Deepground. 
Pg 

Deepground is an underground unit of superhuman warriors created by a series of heinous experiments. Not only 

Pg g IF I ) 
was the project kept far away from the prying eyes of the world, but Deepground was so secret, in fact, that neither 
Reeve nor Rufus even knew of its existence. 
Within Deepground exists an elite unit known as the Tsviets—Azul is one of them. Just when Vincent was 

PS 

probably beginning to wonder why the Tsviets would be ¢ oming for him, Reeve mentions a familiar name from the 


past. One of the only surviving Shinra personnel who knew about Deepground was none other than the scientist, 


Hojo. He and Vincent have a past. 
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um These lion-like creatures roam the 30 N/A N/A N/A 
wastelands, They attack with powerful 
jaws and razor-sharp claws, capable of 





RS US LARC CmCUa CRA ROT Ne opening scene with the gun turret in the back of the Shadowfox. Resist the urge to depress 
the trigger the entire time, as this is a surefire way to ruin your Accuracy Rate. Similarly, practice this scene over and over until you can accumulate a Killchain in excess of 20 Guard 
Hounds. It’s important to do it there, as there just aren’t that many opportunities for a Killchain PERS CIs 


Lastly, the other category that can prove tricky to achieve is Magic Casted, Utilize plenty of Materia Shots in the two boss battles, as well as during the second half of the Stage 
Mission against the Guard Hounds. If you collected the Mako Points in the last boss fight of the previous chapter, save that MP for the Guard Hounds when you can use your weapon 
for an easy 3-4 shots for the Magic Casted category. Do the same here and save the MP at the end of this MOMMIES Is 


Eradicate the 70 Guard Hounds! >50 | 49-40 | 39-20 | 19-10 


Reeve and Vincent's journey across the wastelands from Kalm to Edge is interrupted by a pack 
of Guard Hounds. These large, swarming beasts have powerful jaws and sharp claws that can 


tear the Shadowfox into pieces if given the chance. Vincent must hold them off long enough 


for him and Reeve to escape. 


MISSION 
- aN UA MSCS et 
Guard Hound 45 45 Guard Hounds 


Vincent is free to utilize the gun turret mounted within the back of the truck for the first portion of this 
Mission. The gun is a fully automatic, high-caliber assault weapon capable of firing bullets with incredible 
Speed and accuracy. There are a total of 45 Guard Hounds in this stage of the mission and they primarily 
attack in groups of two and three. If given the chance, the Guard Hounds will sprint closer and closer and 


ultimately leap at Vincent. Their attacks are quite strong, so try to keep them at bay. 


One key to successfully defending the truck from the Guard Hounds is the player's ability to eliminate the most pressing threat first. There 
are times when as many as seven or eight Guard Hounds sprint toward the truck at once; it’s vitally important that you eliminate the closest 


ones first. Keep the gun centered out the back of the truck and, rather than strafing the gunfire laterally across the road from left to right, try 
slightly sweeping the gun’s reticule up and down instead. Not only do 


the Guard Hounds occasionally leap while running, but by spraying the 


gunfire vertically, you'll also account for the undulating topography. 
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Completion Time <11:40 11:41-16:40 16:41-21:40  21:41-26:40 










Although it’s extremely difficult to eliminate all 45 of the Guard 
Hounds in this scene, those who master the pattern by which they 
attack will be that much closer to earning an S-rank. Attempt to 
eliminate at least 35 of the Guard Hounds during this scene to be 


in a good position to gain the S-rank. 
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THE FINAL WAVE = 
ard pete center of the screen, but they actually 
‘out from underneath the truck as it drives over a ledge. Their 
rance can be quite startling, and they'll instantly be within 

wre the weapon's sights are fixed in the center of the 







EFFICIENT RESTARTS 






















INISSION 
1-2 


Guard Hound 25 Guard Hounds 


The latter half of the moving <a 
battle against the Guard Hounds aad 
has Vincent atop the truck as it 
drives through a narrow canyon. 
Equip the Cerberus III and Long 
Barrel and move to the front of 
the truck. The first Guard Hound 
descends from the rocks on the 
right in the distance, so take it out! Shortly thereafter, several 
more Guard Hounds attack from the rocks on the left. Just as 
Vincent deals with these first few Guard Hounds intent on leap 
down onto the roof of the truck, more of them emerge atop the 

canyon walls. Watch for Guard Hounds to leap from either side 
then target them and fire before they can attack—the Long Ba 


makes this possible. 


To save on ammo and accuracy, melee the Guard Hounds as the 
descend to the truck. You can even use Vincent’s Dash attack, 

because it stuns and repels the Guard Hounds off the Shadowfo} 
before they can land. These creatures will join the others on the 


ground, so use a few Materia Shots to thin the herd. 


DAMAGE TAKEN 


— 


Note that Vincent loses HP each time a Guard Hound lands on the truck, even 
if it doesn’t attack him. In other words, the truck’s integrity is intimately 
linked with Vincent's HP gauge. Whether or not the truck or Vincent's body 
suffers damage, his HP meter is impacted. 


After a half-dozen or so Guard Hounds leap from the left-hand 
rocks down onto the truck, a large pack of Guard Hounds rush past 
the truck and circle around the front. Another large group emerges 
from the cliffs from the left, creating a formidable task. Aim 


toward the front of the stampeding pack of Guard Hounds and fire 


a Materia Shot or two. 


a= 
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Eliminate this large gathering of Guard Hounds quickly, as they will 
soon charge up the rocks ahead and leap from the arch onto the 
truck as it drives underneath. If they land on the truck, eliminate 


them with melee kicks and punches. 
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MEMORY CAPSULE #9 
Peer over the edge near the ruined 
bridge and look in the water at 

the base of the waterfall to find 
the Memory Capsule. Shooting 

5 this particular Memory Capsule 

© fequires that you equip the Long 

Barrel for accuracy. 


: 1 
o ee, ¥ Te nn ~ wi 


r a5/a4_ 298 
ed i) 


MEMORY CAPSULE #11 

The final Memory Capsule in this 
chapter is located underneath the 
Shadowfox. Circle around the truck 
to the front and look underneath 
the fuel tank to find it. 


MEMORY CAPSULE #10 

Cross the barren plain where the 
Shadowfox crash-landed to the 
northeast and look across the nar- 
row chasm to the other rock ledge. 
The Memory Capsule is straight 
ahead and only a short distance 
out of reach. 
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Sniper Scope N/A 
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First 70% of battle. 
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The Crimson Hound attacks alongside numerous Guard Hounds in a section of the wastelands dominated by tall rock pillars. Although the overall size of the area is quite large 
the presence of the rock pillars limits Vincent's maneuverability as well as his line of sight. For that reason, the Cerberus III with either the Short Barrel or Long Barrel Il is 

an appropriate weapon. There aren't any items to find in this area other than those dropped by the fallen Guard Hounds. The electromagnetic barricades at the eastern and 
SCCM CM INTRA ICRC MRC CR TIMUR CCN REM CLOUT 8 
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The Crimson Hound leaps down from its rock perch as soon as Vincent climbs 
the hill into the clearing. Two barricades appear and block the exit from the 5 GR aE — 
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you still have an active Killchain. Firing Materia Shots at it is a good idea too, 

MONROE ACCES M IR 


If the Crimson Hound goes undetected for long, it will pounce from its perch and deliver a damaging blow to 
Se yr Vincent before scurrying onto another crag. Shooting the Crimson Hound out of the air can interrupt this attack, 
but Vincent can also dash away to avoid it. 


PCO CA SCCM UROL LL a “Crimson Hound 
occasional howl, as this is its way of calling mate 


* for more Guard Hounds to join the fray. rr 
ei RCC Re CR ICR AIS F 
_ health, it remains on the ground and makes a 

é van last-ditch assault on Vincent. Watch for its tail 

‘_ Mei ie! MUM CA IRC MCU CUR cam Us 
mace ey Materia Shots and constant firepower from 
the Cerberus III to knock it back. It eventually 
drops a Cardkey when it is defeated. Use it 
to deactivate the barricade to the west and 
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Pn 
Normal Barrel II 


Handgun Bullets Handgun Bullets Machine Gun Bullets 


achine Gun Ramming Contact 
3 
Throughout the entire battle. | Throughout the entire battle, 





Other than the five Pegasus Riders and a Mako Point to the east, there is nothing in this area except a lot of open space. Vincent has a lot of room to maneuver, but no 
place to take cover from the speeding Pegasus Riders. For this reason, equip the Griffon weapon and have a Limit Breaker queued up in the quick-select system. This 


battle doesn’t last long, but it can be fairly tricky. 
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the direction from which they are coming—not at their sides! The key is to 
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toward them when they're facing Vincent. 


After three of the Pegasus Riders are defeated, those remaining break from 
the circular pattern and focus their energy on ramming Vincent wherever 

he stands. This is the time to use the Limit Breaker and put the power of the 
Galian Beast to use. During the Limit Break, leap into the air with a double 
jump and quickly press the Circle button to make the Galian Beast shoot 
homing projectiles after the Pegasus Riders. This can also be done while on 
the ground by pressing the R1 button. Dodge the speeding crafts as they 
attempt to run down Vincent and continue attacking with the projectiles until 
the last of the Pegasus Riders is defeated. 
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SHOWDOWN IN THE WASTES WRAP-UP 


A good strategy to employ for first-time players is to alternate between leveling 
up with the earned EXP and converting the EXP to gil. This time around, convert 
your EXP to gil and purchase the M Cerberus upgrade, as well as the Normal 


Barrel Ill modification. 


Tv ve 
EXP earned in the previous stage 
Pre ee eer tr ied Pet C es 


Ifyou have any extra gil and you need supplies, purchase some Ether or Potions, as ee 


well as some ammunition. Lastly, buy the Thunder Materia if you did not acquire 
it during the battle against the Crimson Hound's backup pack. 
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~ SILENT EDG 


Vincent makes his way to the city of Edge and finds it eerily deserted. In fact, the only person he sees is the WRO 
researcher, Shalui Rui. Over 500 Edge residents should still be in the town, but the streets are empty and there’s 
J not a sound to be heard—save for the falling rain. And odder yet is the lack of WRO soldiers roaming the streets. 


It’s understandable that Reeve hasn't made it here yet, but where are the WRO units he dispatched? 


















DG SNIPER DG SERGEANT 
r DG Snipers are like DG Soldiers, only they have The DG Sergeant is a stronger version of the DG 

a long-range sniping rifle and take position for i Soldier. He packs a shotgun-like weapon and lots of 

out of reach. They lie in wait and utilize cover ee ormor, plus his advanced intelligence enables him 

ining up their shot. feats 10 outthink his opponents. 





SCO RRL ACRTL CR AT Ce TCE up a clean shot, the tricky Accuracy Rate and Critical Hit categories should not be an issue in this nap 
By far the most difficult category to score well in during this Ce RRR Cac damage with each bullet that hits Vincent, not to 
DO Lu Ce aL Uo RS a am delicately through Edge and spend a lot of time using the Sniper Scope and TOMO CR IT 
DG Snipers before they spot Vincent. Disposing of the DG Snipers will not only limit the amount of Damage Sustained, but make your score in the Items Used and Time SOEs 
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<6 7-10 11-14 15-17 >17 

Magic Casted >8 7-6 5-4 3-2 <2 
Mako Collected >90% 89%-70% 69%-50% 49%-30% <30% 
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Proceed north past the shop and Re A pair of Beast Soldiers leap down from the road sign supports and 


duck into the alley on the right, rush toward Vincent in the street. Use the M Cerberus to quickly 


since the main road is blocked. Killchain them, preferably with well-aimed shots at their heads. 


Wait until both Beast Soldiers 
appear and shoot them in quick 
succession. Rounding the corner 
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will likely get Vincent caught 


between the two beasts. 
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Drop off the elevated path down 


Continue past the body of the WRO soldier to the east and onto the briefcase to grab the 


exterminate the Beast Soldiers fighting amongst themselves in the Handgun Bullets. Hold your 


distance. This is an optional battle, but it helps gain Experience and ground and pick off the Beast 


earn an S-rank. Soldiers sprinting in from the 


—z south. They’re a few strides apart, 
z 





so there’s no reason to switch to 


OFF-LIMITS ITEM 


oT 


a he at the Griffon weapon—the M Cerberus is plenty fast enough to take 
1 Floater in the briefcase on the other side of the fence is only them down! Continue south and use the Cardkey to unlock the 
‘an obscure ladder on the second floor walkway near the town 
about it for now, as we'll tell you how to get it later. 





electromagnetic barricade in the distance. 
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Return in the direction from which you came after acquiring the 


Cardkey to lure this lone Beast Soldier out of hiding. Pop it in the 






head for a Critical Shot, then turn back and continue the clockwise 






loop around this area. 



















3x Rifle Bullets x12 
Machine Gun Bullets x60 
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Collect the Rifle Bullets and step through the door to the storage 
area. Strafe to the right while waiting for the first of the Beast 
Soldiers to make its way around the fencing. Two more Beast 
Soldiers follow its lead as soon as they hear Vincent gun down the 
first one. A fourth Beast Soldier waits to pounce on Vincent until 


he rounds the corner up ahead to the left. 
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~\, As Vincent descends the stairs and steps out into the town plaza, he quickly learns the 
reason behind the silence—DG Snipers! There are 15 DG Snipers from Deepground 
keeping watch over the town and they’ve been instructed to shoot anything that moves. 


Good thing you recently found that Hydra frame! 


MISSION 
1-1 Jian 


os “0G Sniper 7 17 0G Snipers 


Te 


Quickly retreat to the cover of the alcove in the southwest corner of the plaza. Assemble a gun utilizing 
the Hydra, Long Barrel, Sniper Scope, and Cerberus Relief. Shoulder the gun and, while sticking close 
to the left-hand wall, slowly move into position underneath the stone archway. The Long Barrel has the 
capability to get a lock on the DG Sniper's position from quite a distance. Use this view to get a bead on 
the target, then zoom in (press the R3 button) and go for a Critical Hit to the head! 





The first DG Sniper is to the 
left of the large yellow sign 





| 8 While out from the safety of the archway, turn and face due 


south to spot the DG Sniper on the rooftop at H-12. 
at position F-8 on the in-game 


map grid. 












Make an about-face turn a 
and look toward the fenced 
bridge that connects the two 
buildings to the northwest. 

The sixth DG Sniper is beyond 
the fencing (Vincent can shoot 
through it) at location E-10. 


Scan the rooftops to the 

right of the statue in the 
center of the courtyard to pick 
put the DG Sniper at location J-9. 







The final DG Sniper is ane 
located due north, atop the 
walkway over the large, glowing 
electromagnetic barricade. 


Stationed at location G-7, try to 






3 Hold your position and 
slowly pan to the right to 

locate the DG Sniper atop the tall 

building at location J-11 on the 


in-game map grid. 





eliminate him from next to the 
statue in the center. 


— 4 aa ' 


GET ‘EM WHILE YOU CAN! 
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Rh 


=> Shea 


s area will retreat and be unavailable as soon 
‘Stage Mission 2. To prevent this from occurring 
arn the S-rank!), stay clear of the alcove at the 
where the Mako Point is located. This is the area 
ot the young boy he must protect. 







With those three 
eliminated, turn to the 
left and slowly back out of the 
tunnel ever so slightly into the 
courtyard. The next DG Sniper 
is on the building north of the 
tunnel, at location E-11. 


BATTLE 
CaCO 


DG Soldier ] 


ee 
There is a lone DG Soldier hiding behind the cargo crate in the 
alcove due south of the plaza, near the Mako Point. Circle around 
the north side of the statue in the center and use the Hydra to pick 
him off from outside his range. Enter this area and gather the MP 
from the Mako Point. 


BATTLE 


,. “DG Soldier 


oo 


Follow the young boy into the 


be TST 


building on the west side of the 
plaza and climb the stairs to the 
second floor. Eliminate the DG 
Soldiers who attack. Take out 


the one behind the coltch at the 
7 . 


E Tie ed 
eed i] 


far end of the room figst while 
Vincent is still near tli@ stairs, then step into the room and shoot 
the second one to th@¥ight. Use the shop at the rear of the room 
to top off your supply o&Hi-Potions and, if possible, purchase the 


ydra II modificatidy. @fimb the stairs to the third floor, gather up 





ilable jserffS; then rétexg_to thegxetifid floor. 


STAG 


Protect the Boy from Deepground! | 1 N/A 


The boy is obviously traumatized from whatever occurred in Edge prior to Vincent's arrival. 
He wants Vincent to go to the warehouse, but to do so they must acquire the Cardkey to 
deactivate the barricade. Vincent must escort the boy to the Cardkey’s location, making sure 


to keep him safe along the way. 


MISSION 


1-1, 






| 


Walk with the boy to the building to the northwest, where the boy uses a key to unlock the door. A Beast 
Soldier then leaps down from above and tries to make off with the boy before you can go inside. Quickly 


shoot the Beast Soldier to keep the boy safe. Follow the boy inside and venture to the rooftop walkway. 
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N/A 
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Boy 
































BATTLE 
TOO 


DG Soldier 2 


Chase the two DG Soldiers into 


5s Poy 


the road to the left and quickly 
Killchain them while the boy 
continues to run north. Grab 
the Hi-Potion and continue the 


pa clockwise trip around the plaza in 


etd 


Ce LE 
1 





an attempt to catch up with the boy. 


BATTLE 
(Toe 


DG Soldier 


The boy runs toward the 
electromagnetic barricade 
blocking the boulevard leading 
| 
north away from the plaza. wi nT 
Unfortunately, he runs straight am. 
toward a pair of DG Soldiers. 
Chase after him and eliminate his 


would-be captors! 





N/A 


MOVES WITH PERMISSION 
















the upper walkway 
around the perimeter of the plaza, 
k to the east 
The Memory 
building 


turn and look back 1 


bevond the 





© Potion, Machine Gun Bullets x150 


While outside on the walkway, Lp — Equip the Hydra and strafe past 


—- 
ae TT I 


take a moment to shoot the first the large white billboard while 


two Memory Capsules and then facing to the southwest. Two 
follow the boy up the ladder to 


the right. Have the M Cerberus 


DG Soldiers are positioned at an 
equal elevation in the distance. 


ready to fire, as two Beast Soldiers Refrain from using the scope, as 





will leap onto the walkway and it zooms in too much. Instead, 





attempt to run off with the boy. strafe and jump side to side to make Vincent difficult to hit and 


look for the pink reticule signaling a lock-on. 


“Time To oar TNE MATERIA FLOATER! 
diers aaa iki on be ee 
} the gate in the fence and follow the narrow 
the Materia Floater. This is the item in the 
of Edge that was previously inaccessible. Equip 
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Watch for the three Beast Soldiers 


ome 


to leap onto the bridge as the boy 
leads Vincent across the southern 
end of the plaza walkway. Quickly 
double jump backwards away F 


from the boy to use him as bait 


when 48/48 gee 
Cay ‘ 


and escape the Beast Soldier 
coming up from behind Vincent. This makes it possible to Killchain 


all three of them, if timed correctly. 
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8 The eighth DG Sniper a 


emerges on the rooftop in the 
northwest corner of the plaza just 
as the boy reaches the locked door 
at the end of the walkway. Use the 
Hydra to dispose of the DG Sniper 
top the large yellow billboard(in  ™™ 


Sd 
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The final task at hand is acquiring 
the Cardkey, which is located in 
the pocket of the DG Sergeant 
who is coming up the stairs inside 
this building. Take cover behind 


the crates on the upper landing 





and fire a Materia Shot down at 
him the moment his head appears 


on the second flight of stairs. 


MODEL GUN 


I 


on his way—wherever that is—after Vincent acquires the 
q off to deactivate the barricade, reenter the building 
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Use the Cardkey to deactivate 
the barricade and continue north 
away from the plaza. Shoulder 
the Hydra and look at the tops of 
the road signs in the distance, as 
three DG Soldiers are guarding 


the way. One appears on the sign, 





while the other two appear at street level. Slide up against the wall 
on the left to take cover behind the black-and-white sign. 





















PATS 
2.06 Snipers 





The next two DG Snipers who appear in the plaza only do so after the area is clear. Advance to the north end of the street beyond the 


barricade, then return to the plaza and rush up to the statue in the center. From there, Vincent can effectively take out these DG Snipers, 





Face due south and look a 
on the roof of the building 
to the left of the large white 
billboard. The DG Sniper is 
located at G-13 on the in-game 





Enter the western road that [Siero el 


leads away from the center 










of the plaza and hug the southern 
















wall while looking northwest. The 
DG Sniper is on a rooftop beyond 
map. the large fence, in sector D-9. 
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MEMORY CAPSULE #15 
Stand underneath the fire escape 
where the DG Sniper was located 
and look back to the northwest. 

he Memory Capsule is atop the 
second floor beams in the corner of 
the building. 














MEMORY CAPSULE #16 
Once at the end of the road leading 
south, turn and approach the chain- 
link fence blocking the road to the 
east. The Memory Capsule is on 
the ground beyond the fence. 











Treasure Legend 





0 Rifle Bullets x12 

e Hi-Potion 

© — Machine Gun Bullets x60 
© _ Handgun Bullets x36 
° 3000 gi 

o 1000 gil 

oO Elixir 
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MISSION MISSION 
JTC aS ae 1-6 Ths QUANTITY MISSION NOTE 


¢ 


wa “06 Sniper ] 1 DG Sniper DG Sniper ] 1 DG Sniper 

a 16 Soldier 1 N/A DG Soldier l N/A 
The path leading to the warehouse is under heavy protection, not Slowly exit the alley while facing left and use the Hydra to 
only from DG Soldiers on the ground, but also from DG Snipers eliminate the DG Soldier atop the pedestrian bridge. Immediately 
high above. Move deliberately and utilize cover. run up the stairs to their former position and scan the horizon to 


the east. 


ii Shoulder the Hydra and slide 
up against the “Edge Square 
Park” poster and take out the DG 





) Aim the Hydra to the east, across the street on an angle and 
look to the rooftop just to the left of the tall metal tower. The DG 


Sniper on the fire escape mounted Sniper is located in sector H-5, for those referencing the in-game map. 


> ~~ 6896/1180 


alongside the green-tarped 
building to the south (location E-3 
onthe in-game map grid). 


MISSION 


im alah QUANTITY MISSION NOTE 
watt 0G Sniper 1 1 DG Sniper 
DG Soldier 2 N/A 


Two DG Soldiers enter the alley from the right, but before luring 


them out of hiding, eliminate the DG Sniper on the third floor ledge. 


| 12 Slowly round the corner to the southeast and set your sights ee s/5 
/ 


on the DG Sniper high above the alley at F-4 on the in-game vital Rations 


cl 
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DG Soldier 


Follow the bridge to the Mako 
Point and smash the crate for the 
Rifle Bullets. Head back across 
the second bridge and use the 
sign for cover while sniping the 
DG Soldiers positioned down the 


Pe S/S 68 road to the south. The first wave 


IT) 3 





only has two DG Soldiers. 


The second wave of DG Soldiers doesn’t appear until Vincent 
advances along the road. Get position on them by climbing the 
ladder to the east and using the little alcoves along the elevated 
walkway for cover while sniping down at them in the street. 
Explore the nooks and crannies of this street and the buildings on 


the eastern side to find the many items hidden throughout. 
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| i Put the warehouse on hold for a moment and enter the building on 
the north side of the road leading west. Use the shop to purchase 
ft, the Hydra II upgrade and also the Griffon II upgrade, if possible. 
Take out the DG Soldiers on the second floor and follow the narrow 
% passageway leading from the third floor to the cargo crate outside, 

+ 


| which contains an Elixir. 
‘ 
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Vital Rations 





walkway 

1e Memory 

of the 
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The stairwell leading to the third floor is well guarded by DG Soldiers. Approach the stairwell by slowly strafing to the right just beyond the wall 
tO target the first enemy. Shoot him to get the attention of the two on the upper stairs and use a Materia Shot to take out the others as they 
come running down to help. Two more DG Soldiers are lying in wait around the corner at the top of the stairs. Killchain them and rush to the 


Stairs leading back down to the ground level. Don’t descend the stairs without first taking out the DG Soldier below. 
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Vital Rations 1 





© DG Soldier 


Drop off the ledge and slowly proceed through the alley to the 


up ahead and quickly take them out with a Materia Shot. This will north, then go back around to the south. One DG Soldier stands 


ep Vincent from having to get in a shootout with them at close guard at the hairpin turn in the alley, while another two soldiers 


are up ahead where the alley spills out into the street. Try to snipe 


the latter two from the area where the first one was positioned. 
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eu DG Soldier 








Step onto the elevated walkway ; . 
; a ee Approach the Mako Point on the ground and snipe the first DG 
and snipe the DG Soldier to fear : 
; Soldier beyond the fence to the north. Before entering the alley, 
the southeast—he’s at the far f 
; . use the angles to shoot a bullet at each of the two explosive barrels 
left-hand side of the road on a ree 
ie to clear out the remaining DG Soldiers. 
the ground. Continue along 


sive veal vray ati Croan tae The final DG Sniper is on the white building to the left, as 





hoxigitwhers Gaeaanaes Vincent slowly approaches the fenced yard beyond the alley. Ai 


Soldier 1s oni Chik Gees, alinae over the metal crossbeam and shoot the DG Sniper as he stands up. 
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the sign support. 
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SHOP OR YOU’LL DROP 


6 ee = 


near the entrance to the Warehouse and load up on any 
or consumable items now, as there aren't any to find inside 


se, that’s for sure! 
Naan ese hd , 


Follow the elevated walkway toward the road sign with the “4-C” 
and “4-B” on it and use the Sniper Scope and Hydra to eliminate 

the DG Sniper in the distance beyond the fencing at the end of the road. 
The DG Sniper is directly beyond the Mako Point to the south. 
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M Cerberus 
Normal Barrel III 
Materia Floater 

ACCESSORY Fire Materia Fire Materia 2 aN 


Handgun Bullets Rifle Bullets Machine Gun Bullets i = D aN 


Large Caliber Shell Machine Gun Sword Jab Overhead Sword Slash 


First 30% of battle. While it has 35% to 70% Only afte receiving 65% 
of his HP. damage 


Normal Barrel Ill 


“~ 
Fase! 


Se 
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=e 
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Materia Floater 
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Griffon ‘ () ie 
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Throughout entire battle. 
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The warehouse is surrounded on all sides by a balcony walkway where a total of four DG Snipers are in position to shoot Vincent at their leader's urging. A stairwell on each side 
of the room can be used to access this balcony, giving Vincent an opportunity to eliminate the DG Snipers at close-range. Two more DG Soldiers stand shoulder-to-shoulder with 
Mey OCC MRI CUM LCR CIM CMC (INT 


TE HURRY COE ee SE barrels. Utilize these a ce | wp tree ter 
objects for cover as soon as the DG Snipers are history. l 

TUNIC CCR MURMUR CIN: Ue BT ms , 
PRLS ULSD eT TT bs Na > 


TO CRCR OT MRM CRS TROL 
RT LELOUCH NRT CMT 
toward the stairs in the back corner of the room to avoid the Heavy 
BUC RSLS UCM CARO TCC ATs 
ON A TU RCC a ke Senne 


PRC EM URCHIN RCL CR UP ROMER ACT Cn 


I aT ie shells coming from the boss's massive cannon. Once he has been reduced 
; to 70% of his HP he switches to a spread-pattern machine gun. Circle-strafe 
é TUMOR RC EMCEE MT ere CE 
, a 
Ca . | NCURSES UnCut RUT 


sword. Fortunately, Vincent can run fast enough to keep a safe distance from the 
Heavy Armored Soldier's sword. Run away from the boss while firing Materia Shots 
back at him. As long as Vincent has an extra Ether to replenish his MP gauge, the Fire 
PROM ELM RAM mTT MICRO aL Re ROI n 
2 oss ue 


SILENT EDGE WRAP-UP 


Assuming you were not KO'd and already added some of the acquired Experience 
to Vincent's total, take the opportunity after the chapter to level up. As you 
probably noticed during the final battle, it may be difficult to go much further 


without an increase in moximum HP not to mention an increase in defense. 


You should have some gil left over afterwards, especially given the end-of- 
chapter bonus. Stock up on Hi-Potions and Ether and, if applicable, purchase the 
Long Barrel Il and Short Barrel I! upgrades. 
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HEADQUARTERS 
UNDER SIEGE 


Vincent’s skirmish in the street with Rosso has left him drained of energy and ina sad state of affairs. Fortunately 






Shalua Rui found Vincent and brought him to the WRO Headquarters where he can recover in relative safety. If 


only his rest was peaceful. 


Rosso’s provocation of Vincent unleashed a power within him—perhaps linked to the Protomateria she speaks of= 


that is best left under wraps. For not only does it take a lot out of him physically, but it never ceases to rekindle they 


nightmarish memories he’s spent so long trying to extinguish. 











ELAS) HEAVY ARMORED SOLDIER B 


MB This small robotic shield moves on tank treads and features i Like the boss from the Edge warehouse, this unit features 

i c large heavy plate of armor in the front. The Bull Head e=em sturdy armor and a large-caliber cannon for a gun. 

=m will provide cover for surrounding DG Soldiers as well as =m Although its rate of fire is slow, the shells it fires can 
attempt to ram Vincent if he gets too close. deliver significant damage. 





The two categories that can prove to be the most difficult in earning an S-rank for this chapter are Accuracy Rate and Time Expired. Accuracy Rate will certainly plummet while 
the gun turret if you continually hold the trigger. Try to use the gun turret like any other gun and only fire when the pink reticule signals a lock-on. 


As for the Time Expired category, this will only come with repetition. The best way to get a fast time for this chapter is by knowing where all of the WRO members are located 
previously collecting the Memory Capsules, and defeating the bosses swiftly. Read the following walkthrough closely and replay any segments that you stumble on. 
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Treasure 


a 
: Handgun Bullets x60 


f Rifle Bullets x30 
Limit Breaker 
8 Handgun Bullets x60 







| Assist the 20 WRO Members! 20 | 19- 15 | 14 10 


Vincent reaches the ground floor of the WRO Headquarters building just in time to lend a 
helping hand in defending the base against Deepground’s assault. There are 20 WRO members 
scattered throughout the many floors of the building; you must go floor-by-floor and protect 


each one trom being slain in the attack, 
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-600 N/A N/A N/A 
30_| N/A__N/A_ N/A 


Enemies Killed 71-65 64-50 49-40 
Accuracy Rate >60% 59%-50% 49%-35% 34%-20% <19% 
Damage Sustained <1999 2000-2999 3000-4499 4500-5999 >6000 
Critical Hits >40 39-30 29-20 19-10 <9 
Killchains >45 44-35 34-25 24-10 <9 
Items Used <3 4.8 9-13 14-20 >21 
Magic Casted 3 2 2 ] 0 
Mako Collected >90% 89%-70% 69%-50% 49%-30% <29% 
Times KO'd 0 ] 2 3 

Time Expired ; 25:00-29:59 | 30:00-36:39  36:40-41:39 
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ENEMY 
DG Soldier 


Heavy Armored Soldier B 
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3 WRO Members 






The firefight is in full swing and Vincent arrives just in time! Strafe to 
the right while targeting the DG Soldiers on the ground floor with the 
M Cerberus. After eliminating the enemies on the right-hand side of the 
room (the north), switch to the Hydra and target the Heavy Armored 
Soldier B on the second floor balcony. The three WRO Members in this 
area help out, but there will likely be one or two DG Soldiers remaining 
to the left. Work fast to keep the three of them alive. 






SOUNDS OF BATTLE 


nt to help, after all—but once the three WRO members congregate in the corner and the immediate threat is 
e mission is temporarily safe. Ignore the bullets flying back and forth on the upper levels, as the WRO members you 
id noise at this point. 











BATTLE") 


a Ua 


D6 Sergeant bas lac 
Heavy Armored Soldier B 





DG Soldier 





Proceed around the southwest corner of the second floor and listen for 
the enemies to appear at the far end of the hall. Two DG Soldiers anda 
DG Sergeant appear in formation; take them out with a Materia Shot. 
Quickly backpedal to the corner and shoulder the Hydra, as a Heavy 
Armored Soldier B is on the third floor balcony firing massive artillery 
shells. He’s on the skybridge near the center of the room. 


Vv Trea 


Treasure Legend 


© — Machine Gun Bullets x30, 
Rifle Bullets x30 
o Red Potion 





After collecting the items and mako from the first floor, switch to 
the Griffon or M Cerberus and head up the stairs on the left. Aim 
up the stairs while running and take down the DG Soldier who 

appears. 





A barricade obstructs the stairwell to the third floor, but Vincent 
can get the Cardkey from the lone DG Soldier in the northwest 
corner of the area. Switch to the Griffon and hunt him down. 







Limit Breaker 
Rifle Bullets x30 
Potion 
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3 _|3 WRO Members OX a 


Heavy Armored Soldier B ] N/A 

Enter the corridor in the southwest corner of the third floor to 
Aslong as Vincent disposed of the Bytes maneuver around the barricade. A DG Soldier leaps out of an alcove 
Heavy Armored Soldier B on the 
walkway, there are only three DG 


Soldiers to deal with here. Run 


in the corridor just west of the entrance, so be on guard! 


og eee 1) 





up the stairs to the third floor, 
immediately turn left, then sprint 
into battle ahead of the WRO 





Members. Use the Griffon or Cerberus to pop the DG Soldiers near 
the far end of the walkway, then quickly switch to the Hydra and take 


out the Heavy Armored Soldier B on the fourth floor to the south. 


f BATTLE W Z 






3 ae oe 
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Collect the items in the eastern 
corridor, then continue toward 
the barricade to the west in 
the main atrium area. Some 
Deepground units head to the 


other side of the barricade as 





Vincent gets near it, so fire a 
Materia Shot at them. The Fire 
Materia, together with the Materia Floater, results in a level 2 Fire 
Magic attack that is potent enough to eliminate them all, provided 
you make a direct hit. 


WRO HQ, 3F 


MISSION \\\ iia 


1-3 ENEMY QUANTITY | MISSION NOTE 


Run up the stairs with the 











M Cerberus in hand (and plenty 
of MP!) and watch as two WRO 
members hightail it around 

the corner from the north with 
several DG Soldiers on their tail. 
Immediately target one of the DG 
Soldiers and fire a Materia Shot to buy enough time for the WRO 


members to flee. 


MISSION) ns 






Sprint around the perimeter of 
the fourth floor in a counter- 
clockwise direction and, once 
again, make sure that Vincent 
has plenty of MP..Take out the 
explosive barrel on the far east 
side of the floor before rounding = 
the southwest corner. As you approach the stairway leading to 
the fifth floor, three WRO members appear in a gunfight where 
the barrel was located. Target the distant DG Soldiers and fire a 
Materia Shot at them. With the explosive barrel gone, there’s no 


need to worry about inflicting harm to the WRO members. 


















A MPS Ce 3 
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MM 
tn, 0G Soldier 
—_— 
Two DG Soldiers in the corner of the fourth floor are holding a 
WRO member hostage. Sneak up behind them and use the 
M Cerberus to pop them both. This is the twelfth WRO member 
needing assistance thus far, and none are easier to save than this 
one. Also note that one of the fallen DG Soldiers will drop a much# 
needed Cardkey! 
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Potion 








WRO HQ, 4F 







ete 0GSergeant = | 





Heavy Armored Soldier B| 1 
a | 
{DG Soldier % 5 


The fifth floor is eerily absent of gunfire and mayhem when 
Vincent arrives, but that soon changes. Head north to the lift 
Where a lone DG Soldier stands guard, as others descend in the 
elevator-like contraption. Dispose of the DG Soldier and return to 
the fourth floor. 


Once on the fourth floor, head to the lift and fire a Materia Shot 
atthe small army of Deepground units exiting the lift. During this 
Sequence, Vincent gains some gil as well as the valuable Gravity 
Floater gun option. Board the lift and press the X button near the 
‘Control panel to ride it up to the fifth floor. 








Machine Gun Bullets x30 
Limit Breaker 
Ether 
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BATTLE Wks 





Equip the Hydra rifle while on the lift and exit the lift to the left 
with the gun’s sights fixed on the explosive barrel near the gun 
turret to the south. A lone DG Soldier will make a dash for the gun 
turret—shoot the explosive barrel to ensure he doesn’t get that 


chance! Continue through the door to the west. 
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=A The corridor in the western side of the fifth floor winds its way to a staircase that leads 
to the WRO Command Center on the sixth floor. Vincent must battle through the 




















Deepground forces to ensure Reeve’s safety. 
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NUMBER 13 
a 
ant to hasten to the Command Center on the sixth 
provider; she also counts as the thirteenth WRO 
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Command Center 








Fire a Materia Shot at the two DG Soldiers at the end of the hall and pee - 
sprint away from the lone female WRO member who gave Vincent as 

the mission. Venture down the hall to the left and watch as the two 
Beast Soldiers run from right to left. Let them pass and step into the 
T-junction facing right—shoot the DG Soldier there, then turn and 
fire on the two Beast Soldiers. Proceed to the staircase leading to the 


sixth floor. 
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as soon as the reticule locks 

onto the explosive barrel the 

DG Sergeant is rolling down at 
Vincent. With the right timing, 
you can get the shot off early 
enough to clear the way for 
Vincent and eliminate the DG 
Sergeant with the splash damage. 


— °°» 


The hallway leads to the left atop the stairs, where two Heavy 


TIME TO WRO COMMAND EXPLAINED 


Armored Soldier B units are visibly walking away from Vincent. 


Eliminate the first one with a Materia Shot while his back is vasmeatiaeeReavesond Coit Sith in perfect hen he arrives. 






~ tured, but prepare for the other Heavy Armored Soldier B to Apparently Reeve believes Azul of the Isviets is on the premises. Vincent 
appear from around the corner. 2 ae had better get after him! 
* 
Fire a second Materia Shot as ; : 
BS occible to avoid vetting Before returning to the fifth floor, view the game's Status screen. There are 
ee, _ ‘ — wr possible points a player can earn for Stage Mission 2. Completing the 
—— sion in under 59 seconds earns an “S” rank and all four points. Earning 
= this foe’s artillery shells are 


an “A” rank nets you three points, a “B” rank is worth two points, and so on 


Usually not that difficult to dodge, down to a score of 0 (zero) points for a “D” rank. 


but there is nowhere to flee in 
this tight hallway! 


Wh 
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t.\ The moment Vincent takes hold of the gun turret, a number of enemies flood into the atrium 












Swiftly eliminate the 
| reinforcement squad. 





of the WRO Headquarters on the fifth and fourth floors. The time limit to eliminate them all i8 
1:44. There are 12 enemies—six each on the fourth and fifth floors. 
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aiming for an S-rank need to ensure at least 60% accuracy for this chapter. The most surefire way to suffer a drop off in accuracy 
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Heavy Armored Soldier Bs. Start by taking out the one on the 
hifth floor as he approaches from the left. Drop the reticule to the 
floor and scan the horizon from right to left while looking for 
the other Heavy Armored Soldier B. Keep the gun turret pointed in 


the northeast corner near the lift, as the next Heavy Armored Soldier 





Benters the fight at that very spot! 




















Now pan back to the right while removing any DG Soldiers who == 


UNLIMITED AMMO, NOT HEALTH 
le 
-of Vincent's mortality when strapped into a gun turret 
ition, but beware that he’s taking real damage. 
AP gauge every few seconds to make sure he's 


catch your eye. Note, however, that one final Heavy Armored Soldier 


B approaches from the right on the fourth floor. Go after him next 















and finish off any remaining DG Soldiers as fast as possible. 
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Run through the winding corridor toward the sound of gunfire and 
shoot the DG Soldiers on the stairs that lead to the basement. The 
two WRO members on the landing to the right don’t have much time 
before the DG Soldiers land a fatal shot, so hurry! Grab the Limit 


Breaker and ammunition from the briefcases on the right and — 
fore] EL Pel Me oe be 


descend into the basement. Weta yy tig Fy 
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MEMORY CAPSULE #20 
This particular Memory Capsule is i 






cite . 1 L . . 
west corner of the basement. 


Stand next to the final two WRO 
embers and look at the ceiling 
to the southwest of their position, 

ahs The Memory Capsule is on the 


large pipe, just below the ceiling. 


ceiling, to the right of the three pipes 








MEMORY CAPSULE #22 
1 


Take a few steps past the final | 
basement and turn around. 





is on the pipe on the north side of th 
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|The moment Vincent reaches the basement, he is thrust into 
the role of savior as three Deepground units sprint past him in 
pursuit of three WRO members. Step out from the stairwell and 
fire a Materia Shot to stop the enemies in their tracks. Use the 
MCerberus to finish off any stragglers. Not only does the DG 
Sergeant drop the Cardkey, but one of the fallen foes also drops the 
Power Cross. 
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Deactivate the barricade with 














the Cardkey and use a Limit 
Breaker before rounding the 
corner. Several DG Soldiers and 
robotic armored infantry, known 
as Bull Heads, are guarding the 
next corridor. Use the explosive 
barrel on the right to eradicate 
Soldiers. As for the Bull Heads, leap into the air and rapidly 
§ the Circle button to make the Galian Beast hurl powerful 


| QUANTITY | MISSION NOTE 





: | 12 WRO Members | 
pulled =| =| NA a 
‘DG Sergeant iti DSL __|WA Ee Bax es! 


End the Limit Break and grab. the M Cerberus. Two WRO members 
rush past Vincent as he rounds the corner beyond the next 
barricade; they’re trying to be heroic, but they’re about to get 
themselves in trouble. Run alongside them and fire a Materia Shot 
at the Deepground units up ahead before they can harm these two 
WRO members. 
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Don’t miss the Mako Point in the room to the north. It’s easy to overlook this circular 
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Griffon 


FRAME M Cerberus 
BARRE! Normal Barrel Il! 


Materia Floater 


OPTION Gravity Floater 


Normal Barrel Il 


Materia Floater 
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Gravity Floater Gravity Floater 


Rifle Bullets 


Twirling Slash 
Throughout entire battle. 


Thunder Materia Thunder Materia 


BULLETS Handgun Bullets 
UW Pe 
DAMAGE 





Machine Gun Bullets 


Single Sword Slash Leaping Overhead Slash 





Dashing Sword Lunge —_{ Eight Strike Combo 
Throughout entire battle. a after receiving 50 
jamage. 
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Throughout entire battle. 
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Throughout entire battle. 


Although Reeve tosses Vincent some tranquilizer bullets, that doesn't mean Vincent can’t utilize Materia or a Limit Breaker! The ee eke 
room in which the battle takes place is rather small, lacks items, and plays to Shelke’s advantages. Vincent must make quick work 
of her, as the longer this battle goes on, the better Shelke’s odds become. * : i. 


Shelke has no projectile attacks, but her incredible speed and ability to leap and flip across the room make her the female 
CS UL RC Cnn Ome Cm ECORI RCI COIIT CI 

attack that can drain Vincent of 800 HP. Shelke zigzags across the room toward Vincent as if on ice skates. Leap into the air and a 
TRC Ce ROM CR MICK CCN MCS MON RE ECR OR CUM TCC 
gets too close if your goal is to deflect her attack with one of Vincent's. 
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ee SO OR CIR Sea RAC AIM RLCM CCH Mar Cal LTS 
ry 3 SR CMU RLM Ce 
=~ N ~ 
, , Watch for Shelke to initiate her purple Materia Shield and don’t waste any firepower Ne gee nes 
on her while it’s in use because it’s indestructible. Instead, continue to distance Vincent 
y TOUR UOC ORC CCRT ICHMT MLR MCA Ta 
aon approximately four seconds, so fire a Materia Shot just as the shield is about to disappear. > 


CROCS LCR TMM CUR ICRC MUNCIE CCR LCM IIE 
SCO UCC CMM CMT ETL CRI C MLC ae cUn IC 
by a series of jumps in which she literally bounces from the walls and ceiling while closing in on Vincent's position. This attack is 
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Rather than suffer the damage and use items to undo the hurt, use a Limit Breaker. This 


eee —— 
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COC ODER REMC R SRT CR COIR T 

ro MC ORR AC RRC CCM OIC RTC TNC Ca com Te 

TAT os and—ultimately—a powerful, ground-shaking shockwave that is certain to finish her of 
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Fire Materia Cros 


if Nay 
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| 
WHENIUSED} Throughout entire battle. {Throughout entire battle. |Throughout entire battle. ae a 


CUS CIS MUR Cn CRC CN CCRC CUM TUCO OST LTC om CCIM UR ICM UC MICCR CR CRITIC RT 
two shelves above the floor. Vincent can use the large support pillars for cover from Azul's gunfire, but Azul’s slow speed makes it possible for Vincent to fight him 
from a single position. 


RCC URL CRU MICH MIMIC Ian tee ae +s x tot r. 
M Cerberus and a handful of explosive barrels to take care of Azul. When the battle 

begins, lock on to the barrel to the right of Azul and shoot it. Strafe back to the left we | 

and shoot the barrel on the other side of him. As long as Azul is close enough to the ig? = 
CS CURC AS CREATOR MITTAL aT Tem ca > te - 
Back away from Azul in a zigzag pattern to draw his fire in various directions. His 5 ~ 


massive cannon is slow to fire, and it takes quite a bit of effort on his part to fire so 
most of his attacks will fly errantly. 





VUE Cee MSU RCO UMC MCR CR ERC IIR CCL 
es SR COR Cam nme CM nT RNC TC CTR 
eam a avoid any significant damage. Watch for the white flash to spread and quickly double jump as the follow- 


- 
eT a Say pies 
- i up explosion comes ripping across the room in all directions! 
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HEADQUARTERS UNDER SIEGE WRAP-UP 


Convert the Experience earned during this chapter into gil if you like and head to the modification section of the shop. Purchase the P Griffon ' 


upgrade (you need 17,000 gil) to increase the machine gun's accuracy and power and, if possible, the P Griffon 8 modification to further increase 
the frame's firepower. 


Lastly, use your final 1,000 gil (if available) to purchase the Materia Booster. This optional item, when combined with the Materia Floater 4 
scope, can boost Materia Shots to power level 3! 
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\ MANOR OF 
/ DESPAIR 


of few words and although Reeve seems to understand why Vincent would want to go there, the true reason goes 
unstated. We can only assume that Vincent feels that his past, especially the burden he bears concer ning Lucrecia, 


may be linked to Deepground and a clue may be found at the Shinra Mansion. 


Reeve suggests that Vincent make his way through the Nibelheim sewers, as the entrance to the mansion is sure 
to be heavily guarded. While Vincent is gone, Reeve plans to use Cait Sith to explore the ruins of Midgar and see 


exactly what the Deepground units are doing. 











SAHAGIN Mel a 
These sewer-dwelling mutants resemble turtles, but they are much Some of Shinra’s old guards are still inhabiting the mansion. These 
larger and well armed! Sahagin attack with a trident as a melee swift-moving swordsmen are masters of their craft and possess a 


weapon, and also have the ability to fire piercing projectiles. number of attacks that can inflict a moderate amount of damage. 
Most damaging of all is their ability to knock down Vincent. 


Although difficult, it’s not impossible to earn an S-rank on this chapter provided you have some practice deactivating the mines and being stealthy with Cait Sith. If you're on a 
repeat play-through and looking to get a great rank, try to focus on earning Critical Hits. Fortunately, a little patience during the opening sewer section can help remedy this as th 


Sahagin are prime candidates for Critical Hits. Master that particular category and play a practice run-through so you know how to be efficient and save time when possible, and 
TMM ST MO iT 


With the WRO Headquarters secure, Vincent bids Reeve goodbye and heads off to Shinra Manor. Vincent is a man 
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MEMORY CAPSULE #23 
Turn around to face north at the 
entry point in the sewers. The 
Pos Memory Capsule is beyond the 
|@ | _ Potion : ; 
Handgun Bullets x72 grate just above the water’s 
: Phoenix Down surface. 





The stars of Final Fantasy VII took to the sewers as a way of accessing the Sector 7 Slums. Although that isn’t where Vincent is 
ee eM SOLO CCU MOR R CCR RT CMC ICRA 
STROM RLM NAT cus 





Shinra Mansion hasn't changed a bit; in fact, the layout of the rooms is almost identical to that of Final Fantasy VII. Returning to 
Shinra Mansion unearths a lot of bad memories for Vincent, but there is the pleasant thought of knowing this is where he first met 
TC 
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33 Sahagin in the sewers of Nibelheim. 32-29 | 28-18 | 17-7 <6 
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™\\\ The sewers leading to the Shinra Mansion are crawling with 33 Sahagin. These violent, 
mutated sewer creatures offer no benefit to the planet and should be exterminated. Destroy as 


many as possible while traveling through this area. 


MISSION Wy 
1-1 Tia Canons 


po Sahagin 4 4 Sahagin 
As soon as the Stage Mission is presented and the first wave of three Sahagin 
appears, back away toward the starting point to distance Vincent from them. Fire a 


Materia Shot at them as soon as they begin to funnel into the narrow passage. 


Collect the items from the alcoves up ahead, but keep the gun handy when 
approaching the third briefcase. A lone Sahagin drops onto the briefcase, so be 
ready to shoot! 


A SHELL SHOCKER 





There are two things to keep in mind when fighting the Sahagin. First, don’t let them get too close because their tridents are fairly 
| sharp. Second, don’t waste ammo when attacking them from behind. Unless you have a clean shot at their head, look for a bette 
~ angle or use a Materia Shot. Their shell is very durable and protects their backside well 
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4 Sahagin | 7 7 Sahagin 
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Shoot the Sahagin near the barricade and climb the ladder in the 
alcove on the right. Vincent must drop into the room to the south 

to continue, but first snipe the Sahagin on the distant ledge. Drop 
into the shallow pool after collecting the Mako Point and: move to the 
left; four more Sahagin will attack in pairs of two. Killchain the first 
two with Critical Shots to the head, then finish off the others with a 
Materia Shot or multiple blasts from the Griffon. Note that the latter 
two foes will likely charge Vincent with a bit more aggression than the 
first foes. 





One final Sahagin resides in this area. Deactivate the barricade with the Cardkey and proceed north with caution. This particular Sahagin 
charges Vincent from around the blind turn and can be on him with amazing swiftness. 
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Rifle Bullets x56 
Limit Breaker 
900 gil 
Machine Gun Bullets x70 
1000 gil 
Blizzard Materia 










Continue south into the second 
Section of the sewers and target 
the explosive barrel below the 
Walkway. There are two Sahagin in 


dose proximity to the barrel and 





One shot can net a nice Killchain! 
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fer the narrow tunnel leading 
he cargo crate to the north, 
‘don’t get too close to it. This 


Sahagin! Shoot the crate 


ee ha Te 
pert unary 


pak it, then shoot a second 


ne to kill the creature. 
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Proceed south through the large, 
brick-lined tunnel and pause 
before the exit. Snipe the Sahagin 
on the ledge high to the right, 
then turn and finish off the one 
patrolling the walkway straight 
ahead. 


Stay in the water and loop around to the north, where the cargo crates 
are located. Shoot the crates to start a Killchain, then quickly enter the 


area and shoot the Sahagin on the overhead pipe to the right. 
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MISSION i 






CUA MATES 3 
2 Sahagin 













Continue to the northeastern end of this section of the sewers, but don’t exit just yet 
Climb the ladder toward the Mako 


Point and shoot a Fire Materia 


Climb out of the water into the dry spillway 
OUMICR HMO SIMI UCat Ks 

Shot into the tunnel leading 
south where the two Sahagin 
are positioned. Collect the item 


at the end of the tunnel before 





proceeding to the northeast. 


MEMORY CAPSULE 
Stand in the center o 


Sahagin sprung their t 





igh above the ground, in the s 








rising up between the pipes. Step back to the 


- 1 j ae ree 
west and aim under if fo hit if. 


Sewers 3 q 
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oO Potion 
o Rifle Bullets x40 
© __ Handgun Bullets x72 
° 2500 gil 
98 Potion 
° 500 gil 
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Enter this third area of the Deactivate the barricade and 


sewers and immediately turn reload your gun of choice. As soon 
and shoot the Sahagin through 


the gate on the right. Follow 


as Vincent grabs the briefcase up 
ahead, two additional barricades 
the narrow corridor to the appear and four Sahagin leap out 


north. Vincent encounters two of hiding. Back away from them 


additional Sahagin prior to Stet 


passing the barricade to the west. Keep the gun handy and shoot blast to foil their plans of baiting Vincent into an early demise. U 
them as they appear; individually, they shouldn’t pose much of a the Cardkey they drop to deactivate the western barricade and 
threat. The third Sahagin drops a Cardkey. pick up the 2500 gil. 


to the east and use a Fire Materia 
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ISSION\)\ me i The next three Sahagin are on 


the ground floor. Vincent can 











snipe one of them from the upper 


ao 









platform, but the others only 


reveal themselves when Vincent 


5 
Beale the ladder to the Mako 
Point and climb the stairs to the 
balcony in the large circular room 


appears. Return the way you came 
-_ 





Te me | 
Ls 


ae aes and follow the lower main tunnel 


i to the ground floor entrance of this room. Use the control button 
Onthe right. The first Sahagin : 

on the base of the column to raise the large gate. 
@ttacks as Vincent approaches the 


foom. Eliminate this foe, then . teats Bec Ss ‘ 
: The final Sahagin is just inside the corridor to the north of the large 





. . = ns see 
Snipe the one near the column in foirit Rations 


gate. Take a few steps to the left at the intersection to lure it out of 


the center. A third enemy then jumps down from the left. Dispose sis ie : ‘ 
y a P hiding; this is the final Sahagin of the 33 in the sewers. 
Of these enemies and use the button on the central column to open 


the locked gate up ahead. 


; ae am ase 198 
Sewers 3 q ciel 


100 gi 
400 gil 
Power Booster 
Machine Gun Bullets x45 
Handgun Bullets x90 


BATTLE 






Climb the ladder to the next area a= Crawl underneath the steel 
of the sewers and shoot the DG 
Soldier with his back to the sewer 


shutter near the elevator, then 
turn and shoot the Memory 

entrance. There are four more DG Capsule on the right before 
Soldiers in the immediate area. 


Hide behind the crates and shoot 


collecting the items from the 


ae 


9/48 198 
: 


the one on the walkway overhead, oo the Power Booster, three DG 


three briefcases. After obtaining 





m circle around to the left and take out the two foes near the Soldiers appear from the right—hit them with a Materia Shot! 

Wator entrance. The final DG Soldier is on the second floor near Two more appear in the alcoves on the north side of the room. But 

elevator; try to shoot him from the first level. that’s not all: DG Soldiers continue to flood this area until Vincent 
is KO’d or flees. Acquire the items and crawl back under the steel 


shutter before things get too dicey. 

















EXPERIENCE REQUIRED 


w don’t mind risking the utter destruction of your Damage Sustained rating, consider staying in this side-area beyond 
nor to earn lots of experience. DG Soldiers will endlessly enter the room to attack, thereby offering plenty of 
gain a wealth of Experience that you can use to trade in for gil or use to level up. 


ncent cannot actually reach the ledges on which the DG Soldiers appear, so there’s no chance to collect 
munition. In fact, stay in here too long and you won't have enough ammo remaining to survive the 







DG Soldier 12 
‘Heavy Armored Soldier B 1 





The doors on either end of the bridge in this area slam shut the moment Vincent picks up the briefcases, 
Quickly move behind the crates to the north and get ready for battle. Once the large shutters on the wall 
to the east open, five DG Soldiers take positions on the ledge. Aim quickly and precisely to drop them 


before they inflict too much harm. 


When the shutters begin to close, dash behind the other crates (for 





partial cover) and turn to the west. At this point, seven DG Soldiers and 
a Heavy Armored Soldier B enter the area to the west. Shoot as many DG 
Soldiers as possible and use a Materia Shot when the Heavy Armored Soldier B appears. Fire another one 
for good measure, as his armor may see him through it. With some quick trigger work, you just may just 


Killchain all of them! 
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Brag 
Sneak past the DG Soldiers without being detected. 0 1-2 3-5 69 | <10 





If Cait Sith is to survive his trip through Mako Reactor Zero and get the scoop for Reeve, then 
he must avoid detection. There are 13 enemies scattered throughout the two areas of the 


Mako Reactor to sneak past. Follow the tips below to learn how. 


MISSION 


?- aN MPR Be 3 
DG Soldier ] 1 DG Soldier to Sneak Past 


Jump over the pipes to the south and take up position behind the third 
pipe. Watch the DG Soldier begin his march back to the left and slowly run 
to the crate on the walkway. Hide behind the crate until the DG Soldier 
walks back. When this happens, circle around to the left and move to the far 


end of the walkway. 


- FHISSION MISSION 


2 Aa CU a aS C3 - alas QUANTITY | MISSION NOTE 
f “a 106 Soldier 3 3 DG Soldiers to Sneak Past DG Soldier l 1 DG Soldier to Sneak Past 
Run and leap from the walkway where the handrail is missing and Descend the ladder about halfway and maneuver the camera so that 
Telease the Left Analog Stick while Cait Sith is airborne. When done you can see the lone DG Soldier on the floor below. Wait for him to 
properly, he should land on a pipe in the distance. From there, watch turn his back to Cait Sith, then quickly press the X button to jump 
forthe two DG Soldiers patrolling the walkway to the left (there’s a down. Dash to the left and hide behind the barrels to avoid detection. 


third directly below Cait Sith) to 

itand go in separate directions. Sr 
hen this happens, jump onto m =f aa 0 
he walkway and run after the DG 2 Gay) 
Soldier heading north. Slip past ry al of - 

himand take cover behind the . 
aate to the right. 




















2 Bull Heads to Sneak Past 








Push the white explosive barrel 


eogeaichd DG Saldine an he wath Position the camera so that you can see the DG Soldier back to the’ 


south beyond the two Bull Heads. When he has his back to Cait 
Sith and the DG Soldier nearest the second explosive barrel isn’t 
looking, slip out and push the barrel. Jump up and over the stack 


of crates and drop behind the two Bull Heads to continue on. 


away from your location. Run 

after the barrel and take cover 
behind the rusty barrel to the 

right. 
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Pa DG Soldier 2 2.06 Soldiers to Sneak Past 


Hide behind the rusty barrel on the catwalk and watch the two DG 
Soldiers in the northeastern corner patrol the circular walkway. Wa 
for one of them to walk past the walkway that Cait Sith is on andi 
after him. Tiptoe slowly behind him and descend the stairs leading 
to the left. To exit the area, turn right and descend the stairs to the! 









hole in the wall. 
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Climb the stairs to the left and 
leap over the explosive barrel that 
is on its side, Position the camera 
so that you can observe the lone 
DG Soldier patrolling the circular 
walkway at the bottom of the 





stairs. Wait for him to approach 
the stairway and push the barrel down at him. Rush down the 


stairs and onto the walkway to the left. 
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MEMORY CAPSULE #28 
The Memory Capsule is i 
teing ventilation directly t 

ieft of the shelves on which th 
Soldier was perched. 
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Potion 
Handgun Bullets x60, Limit 
Breaker 
Omega Report 
Handgun Bullets x60, Limit 
Breaker, Machine Gun 
Bullets x70 
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feel 
= Vincent’s reunion with the image of Lucrecia in the library where he spent so much time 
raises the issue of the awakening of Omega and his plans for the planet's destruction. 
It’s unclear how it can be presented but Lucrecia has left four Omega Report 

diskettes behind for Vincent to study. Vincent will acquire the first of the 

diskettes during the cinematic—it’s up to you to find the other three! 





TT mCi 
DG Soldier 





Enter the room east of the library with a gun drawn and blast the three DG Soldiers. The first one is near the 


room’s entrance, while the other two emerge from the closet to the south. 
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Grab the items from the table in the first room on the left, then 


Swing open the doors on the pe 
Mento 


south side of the library and ae advance to the book storage area. Two enemies appear from the 






shoot a blast of Fire Materia north end of the room. Hit them with a Materia Shot, then grab 
at the Beast Soldier bouncing Mi the Omega Report from the last row of shelving. 

across the wall. The radius of the wv 

blast, especially if the proper CS nel 7 

accessories are equipped, should 7 ol A at 

also eliminate the DG Soldier 

nearby. Collect the Potion from the room on the left and step 

through the doors on the right while being mindful of the DG 


Soldier on the other side. 
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There is a lone DG Soldier in the bedroom on the opposite side of a 9 | i 1) 
aul lg e 






the hall from where Vincent will be entering. Shoot the DG Soldier 
to the left and utilize the Mako Point on the right. Shinra Manor 


contains many hiding places for DG Soldiers and other enemies, so 


move slowly and always expect someone to jump out from hiding. BATTLE VW 
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After collecting the Omega Report, follow the hallway to the 








BATTLE \\\ ipl 


southeast corner of the area. Prepare to fire a Materia Shot as soon 
as you go through the door, because four DG Soldiers are hiding 
behind the crates and barrels up ahead. Continue south to enter 


Follow the hallway to the west and round the corner slowly. The DG 
the rocky, dungeon-esque corner of the basement. 


Soldier is atop the shelves on the right, but by the time you see him 


a Beast Soldier will come charging toward Vincent. Fire a Materia a ; dil , 
Shot at the DG Soldier, then backpedal while fixing your sights on , bf . 


the Beast Soldier. There is one final DG Soldier up ahead, hiding 
behind a crate near the end of the hall. 
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SOLDIER trooper eal 
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Enter the room beyond the door on the left and approach the 





fasket in the center very slowly. ASOLDIER trooper leaps from 
the casket as soon as Vincent gets close. Back away and fire at him 
assoon as he appears. With some luck, you can score a Critical Hit 
and drop him with a single bullet. There are no items to find in this 
foom and attacking the SOLDIER trooper is completely optional, 
but he does drop 1000 gil if you're successful. 
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Advance to the south with caution, as the next batch of enemies 








are rather tough and they won't hesitate before charging Vincent's 





position. Use a weapon with adequate range and fire a Thunder 
Materia Shot at the SOLDIER troopers. One of the DG Soldiers 


in this area will hold back and wait for Vincent in the spiraling 









passage to the south. 
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A The area beyond the barricade contains four mines and, although they emit a beeping soun 
as Vincent draws closer, it’s important to move slowly to avoid triggering the explosives. 




























toward the sound of the beeping until the orange mine is detected. When the location off 
mine is determined, back away and shoot it from a safe distance. Note that there is a time 


limit of 3:00 to complete this mission! 


The first mine is logated ee 3 Loop around to the left and ci wey 


PET 16).)] 


along the right-hand wall. 
Walk due north from théstart of 


turn south to find the next 
mine between the narrow gaps 
the mission toward the bend in in the rock pillars. The mine is at 
the rocks. The mine is at K-11 on I-10 on the in-game map grid. 


the in-game map grid. Fa area 


Follow the right-hand wall 
northward to the little 


The fourth and final mine 
is directly in front of the 

alcove in the northeast corner of barricade that blocks the exit 
the area to find the next mine. from this area at the north end. 
This mine is located in sector K-9 It’s at I-8 on the in-game map 


of the in-game map grid. grid. 
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ENEMY QUANTITY PAULI 


Use the control button on the left 
to activate the moving transport 
and step onto it. The transport 
doesn’t fully cross the gap, which 
is a good thing. Watch for the DG 
Soldier to appear and shoot the 
barrel on the right to take care of 
him. Drop into the chasm below 
the transport, defeat the Beast Soldier, and utilize the Mako Point 
before climbing the ladder. 
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1 Follow the winding path to the left and snipe the DG Soldier in 
the distance. This draws several of his comrades into view, as they 
come to inspect the carnage. Follow up the sniper shot with a Fire 


Materia blast to finish off the group. 
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DG Soldier 





Continue north until the two explosive barrels and DG Soldiers 
come into view. One quick shot into the barrels is all it takes to 
Rillchain the entire group! Proceed through the doors to the left 
before continuing, as there is a shop, several items, and a Mako 


Point for the taking. 


Rifle Bullets x60 
Hi-Potion 
1500 gil 
Omega Report 
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Use the long range of the Hydra to snipe the two DG Soldiers up 
ahead, This area also provides a good opportunity to collect some 


Critical Hits as well, so aim carefully! 
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OLDIER trooper 2 | 







The moment Vincent approaches the stairwell that leads up to 

Shinra Manor, he gets ambushed by a pair of SOLDIER troopers and 
a DG Soldier. Shoot the DG Soldier in the head and fire a Materia 
Shot at the other two foes. There are two more DG Soldiers high on a 
ledge inside the stairwell, so don’t run in carelessly. Instead, use the 
Hydra to snipe them from a crouched position while approaching the 


door. Make quick work of them by firing a jolt of Thunder Materia. 
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QUANTITY 





Strafe up the spiraling stairs and fire a Materia Shot at the 
Deepground units in the doorway. Enter the room at the top of the 
stairs and immediately take cover behind the crates on the right, as 


more DG Soldiers are straight ahead. 
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with a Materia Shot. 





Descend the stairs to the first floor, then quickly duck underneath the upper walkway for cover. Slay the Beast Soldier that mu 


into the room and listen for the DG Soldiers who have moved into position on the walkway. Step out from hiding and blast th 


QUANTITY 












Approach the walkway that o—_— 
leads across the center of the 
manor and snipe the DG Soldier 
on the ground floor below. This 
alerts several other Deepground 
members, who return fire and 
start climbing the stairs toward 
Vincent. Use the hallway that goes north-to-south for cover and 


play the angles to shoot at the enemy, while staying out of sight. 
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=a DG Soldier pen eae Omega Report File 





Enter the room at the far west bee 
end of the upper walkway and / 
shoot the DG Soldier behind 

the crates and barrels. The third 
Omega Report diskette is on the 
floor near the body of the freshly- 
killed Deepground unit. With the 
disk in hand, return to the main 
room and descend the stairs to 


the grand entryway. 


Treasure Legend 
ml 

o Omega Report 

8 800 gil 

© Machine Gun Bullets x70 


| Beast Soldier 


Godown the hall to the east and |SOLDIER trooper 
ter the first room on the left. 
fourth and final Omega 


diskette is in the back 


Open the door to the room in the northeast corner and immediately 
shoot the two SOLDIER troopers pacing back and forth. Hold your 
ground near the door and wait for the Beast Soldier to descend from 


mer of the room, behind the 
Sieeden crates. the opposite wall before proceeding. Collect the item from the right, 
then carefully approach the door on the left. The SOLDIER trooper in 
the next room comes charging through the door and attacks before 
Vincent can even grab the handle. Fortunately, the DG Soldiers behind 


him are the last enemies Vincent will face before the boss battle. 


ihose players looking for some 
a Experience and a chance 
ack up some additional 
ts will enjoy the battle in the 
west corner of the first floor 

Shinra Manor. Use the objects 
the room for cover while firing 

eria Shots to quickly Killchain 


five enemies. 


This section of Shinra Manor is eerily quiet. .. But not for OMRON COTT 
COMOROS HOLURC NC n nm ca EAL MOUS 
intentions, she quickly retreats behind the cover of her pet robot, Black V SOS TH 
0 Fire Materia shot at the center of the proximity grenades for an CAN 
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hroughout entire battle. 
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Gravity Floater 
Rifle Bullets 


Machine Gun Fire 
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hroughout entire battle 
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P Griffon 


Vincent fights the Black Widow in the main entry room of Shinra Manor. This 
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TOS CMI MLC NRL ER COR IPCR CRC RTT 
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the Black Widow, as it will often climb the walls and fire at Vincent while 
TRC I 


This is a fast battle in which Vincent must constantly stay on the move. The 
sooner you can destroy the Black Widow with repeated blasts of Thunder 


Materia, the less likely it is that Vincent will suffer much damage. This 
SU AC CN COC LAME CCC Stil Ry 
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AVOIDING DAMAGE! 
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Materia Floater 

Materia Booster 
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Proximity Grenades 
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battle. |Throughout entire battle 
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this weapon enables Vincent to stay on the move and the weapon's rapid fire makes landi 
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hip-socket on its lower-right side (as viewed from Vincent's perspective), so target this area | 


and keep firing. You can also use a Limit Breaker and melee the Black Widow. 
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The Black Widow will most likely charge across the room in hopes of trampling Vincent 
After a few attempts, it will begin spraying machine gun fire in all directions, launch o 
MUU AA LCRCRLER MOT RUERUInCe TIM LCM CIR 
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allow the Black Widow to lock into a position. Wait a brief moment, then run to the for 
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Ca A CROMER ROR ECAR CAT MIT Ca ticitmn teen Tn TC RMU CuI 
gain some additional power as the Black Widow reaches the ceiling. Provided Vincent harms it enough during the climb, the Black Widow may fall to the floor and lie 
motionless for a few moments. If this occurs, target its weak point at point-blank range and unload on it! 
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If you fail to harm the Black Widow enough while it climbs the wall, it will either fire its guns or deploy proximity grenades. These small blasts don’t inflict STC 
damage, but they make it difficult for Vincent to land an attack. 


Whichever attack the Black Widow uses, the key is to stay moving and avoid being caught directly in front of the creature. Despite its size, the Black Widow moves mimi 
well and packs a significant punch. Although it may be costly to consume multiple Ethers, the benefits of attacking with repeated Level 3 Thunder Materia are worth it! \ 


| 





REUTER 









It’s time to level up again and, hopefully, the Experience you earned = =4s— —srance of cespaie 
is enough to get Vincent to Level 11 or convert it to gil. Use any gil : 
earned from the bonus to stock up on plenty of Ethers and Hi-Potions 
TRUCHET 









As you are likely aware, the gun part modifications are starting to 
get quite costly so try to save some gil and only buy items that you 
absolutely need. Don’t forget to use the accompanying maps in this 
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‘\ DEEPGROUND 
, STRIKES BACK 


Thanks to Yuffie, Vincent made it out of Shinra Manor alive, but not without some bumps and bruises. Worst of, 






he doesn't realize what it is that Rosso did to him—or what she stole from him. All he knows is that he’s incredib 





Zz — - sore and, according to Yuffie, he had a gaping hole in his chest 


Unfortunately for Vincent's friend Reeve and his WRO forces, Deepground has reorganized and launched a 
second assault on the WRO Headquarters. The entire base is being overrun by Deepground, WRO members are 


being massacred, and even Reeve is in danger. Worse yet, the Shadowfox carrying Vincent and Yuffie to the WR@ 


Headquarters gets ambushed. Vincent must make his way on foot to the WRO Headquarters. Hi pefully, there 


be something to help save when he gets there... 








SWEEPER Pe 
fm The Sweeper is a hovering, robotic drone that tracks These ostrich-looking creatures rely on their ee These man-eating bugs spit digestive fluid onto their 
iy cnemy vehicles and scouts ahead for Deepground. It tremendous size and strength to keep foes at bay. fam prey to weaken them before moving in for a body 
fires twin rockets at its targets and has the ability to Although they are quite skittish and will often flee any [=== slam attack. 
ram them with tremendous speed. sensed danger, they will attack if necessary. : 


Malte 8 HEAVY ARMORED SOLDIER $ 


Choppers are the standard mode of air transport am Although they resemble their bazooka-toting brethren, fem Extremely rare, these dancing cacti seem like the 
for Deepground and they pack a good amount of =i@al these soldiers only carry a sword. s=iwam life of the party, but they do possess potent attacks 
ammunition. Although their machine gun fire is difficult : =e nonetheless. Always be respectful of your oppone 
to dodge because of its speed and spread pattern, eee (dilities—especially an opponent that can stab you 
Choppers also rely on a barrage of missiles. is with a thousand needles! 








MEMORY CAPSULE #34 
fear the rusty barré 
estern side of the | 
france, just north of the g 
fret, Use the Hydra to sni 
bry Capsule near the base 
fidge support in the distance. 
need fo aim through the 
owaward at a low an 
capsule, 


ha | 


EMORY CAPSULE #31 es 


Helow the stream to the w Rifle Bullets x15, Potion 


f Limit Breaker 
Hedashed Shadowfox to where the f 


Potion, 1000 gil 
lags are located. The Men Handgun Bullets x60, 


pwater, just beyond the | 100 gil 
Rifle Bullets x15 
Potion 


\ rOoung 


CT eC a TT 
Barrel 450 75 100 65 Targets Destroyed >120 119-105 104-90 89-70 </0 
Accuracy Rate >10% 69%-60% 59%-50% 49%-30% <30% 
Damage Sustained <3800 3801-5000 5001-6500 6501-8000 >8000 
Tela Critical Hits >125 124-100 99-80 79-60 <60 
MRM CU CUR SA IR RUE Tn UC Killehains >80 79-65 64-45 44-25 <25 
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SCLIN UCR ECR MICRO MOR YT Mako Collected 590% 89%-70% 69%-50% 49%-30% <30% 
ov don’t use too much ammo trying to shoot down the rockets, it  frmeea cn 0 1 2 3 >4 


WUD an aOR Time Expired <25:00 25:01-30:00__30:01-40:00__40:01-50:00 >50:00 
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commended) may struggle to finish quickly. Although using cover is a good way to avoid racking up a lot of injuries and minimizing the number of items used, try to strike a 
TOC EI TOC CaCO COR ALCL IRE CMa RCM MC mIRC cI im 





BATTLE Wy 





~~ “(Sweeper 


ay rs Tar TT) 


Upon exiting the transport, 
Vincent comes under attack by 
three Sweepers. Wait for the two 
in front of Vincent to converge, 
then fire a Materia Shot. Strafe 


away from their rocket attacks or 
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Cae eT 



























ramming attack, and finish them 
off with the Cerberus. The third Sweeper attacks from above the 
Shadowfox. 





The canyon beyond the barricade 
is prime Guard Hound territory, 
so keep your eyes peeled for 
danger in order to survive this 
stretch of wilderness. The Guard 


Hounds typically attack in groups 
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of two or three and are mainly 
seen atop the cliffs before they 
turn and descend toward Vincent. Although it’s possible to snipe a 
couple of them from afar, it’s best to equip the Cerberus or Griffon 
and wait for them to hit ground-level. Proceed slowly to draw them 
out of hiding, then immediately backpedal while firing at them. 

As long as these beasts don’t get too close to Vincent, you should 


encounter little trouble eliminating all 15 of them. 


MELEE TIME! 
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re also very effective for dealing with the Guard Hounds. 
yirun the Guard Hounds and battle them as a group at 
A well aimed Materia Shot can take them all out for 





Of course, the mountains 

. aren't home to just one type of 
indigenous beast. Thesoutheast 
corner of the area is home to. 
rare creatures known as Epiolnis. 
These ostrich-like creatures are as _| 
resilient as they are skittish and 
will flee at the first sight of man. That being said, one of the three 
will undoubtedly rush toward Vincent and attack, Waste no time in 
shooting the brightly-colored beast as it lumbers up the hill. 
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, “A Bizarre Bug 3 
{DG Soldier 2 


Follow the path into the narrowing canyon and proceed slowly, 
large man-eating beetle known as a Bizarre Bug makes its ho 
these parts. Its protective carapace serves as a natural armor,} 
the soft flesh beneath its wings is easily damaged. The first of 
foes emerges from the burrow in the rock wall just beyond whe 
the path narrows. Shoot this one and continue onward. 

B 
A Bizarre Bug in a clearing actually attacks one of the DG Soldig B 
standing guard. When another DG Soldier appears to assist his 
friend, move into position and fire a Materia Shot at them ford 


easy Killchain. 
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SNIPER’S PERCH 


Don’t continue along the trail and down the ladder just yet! The Deepgrov 
ncampment in the clearing below is crawling with enemy forces and t 
jest place to take them out is from the ledge where Vincent just crushed th 
zarre Bugs! Read about Battle D before proceeding further! 





BATTLE 


ye. D6 Soldier 10 
"| Sweeper , 2 
Bizarre Bug .. 6 


Shoulder the Hydra and approach the ledge overlooking the 
enemy camp. The area directly below Vincent contains a couple 
Sweepers, several DG Soldiers, and three tents. Begin the assault 
by sniping the distant DG Soldier near the ladder on the left. A 
doing so, shoot the DG Soldier near the distant tent. Note that th 
alerts the masses to your presence, so it’s time to act fast! Zoom 
out and get a bearing on the explosive barrels near the tent close 
to Vincent's position. Shoot these barrels to take out the Sweepe 
and most of the other DG Soldiers. 













— There are still a few DG Soldiers hiding in the tents and the only 
way to eliminate them is to jump down from the wooden platform 
and flush them out. Shoot the two near the lamppost and duck into 


the canyon near the Shop. From there, try to snipe any survivors in | 


the tent to the south. 


Now take aim on the Bizarre Bug in the hole in the wall opposite 
theclearing. Shooting the hole not only aggravates the massive 
insect, but five of his burrow-buddies leap from their home and 
Wook to attack anything in the vicinity. So, try to use the Bizarre 
Bugs to distract any remaining DG Soldiers. But rather than let the 
Bizarre Bugs have all the fun, wait for them to bunch up and take 
them out with a Leveli3 blast of Fire Materia! 
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clifftop bridge leading to the WRO Headquarters. There are 12 WRO members remaining and Vincent 
must move fast to save them. As was the case during the first visit to the WRO Headquarters, Vincent 


must thrust himself between his allies and the enemy and do what it takes to save them. 





in Beast and rush past them toward their attackers. The seven DG 
diers are spread out across the field, but the Galian Beast’s homing 
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jectiles will make quick work of them. Start by attacking those on the 









it, then turn to the enemies near the crates on the left. Finally, hurl 
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projectiles at the explosive barrels in the distance near the gorge. a ar ROME meee | 





approach should eliminate the remaining DG Soldiers and rid the 


ardous barrels for the upcoming mission. 
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the gun turret before they can mount it, then pick off the rest of the enemies one by one for a nice Killchain! 
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} Destroy the 15 choppers attacking headquarters. 15 | 1413 12-10 | 9-5 | <4 | 
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~\ The four WRO members you just saved from the DG Soldiers aren’t in the clear yet! Ther 
ee 





are 15 enemy choppers heading this way and Vincent must use the gun turret near the 
edge to shoot them down before their rockets kill the WRO members. 










2 Chopper fouls il 5 Choppers, 4 WRO Members | 


: Heavy Armored Soldier S| 3 IW A - | 


When shooting the Chophers, aim at the nose cone just below the 
windshield, as that is where they are most vulnerable to damage. Also, 
remember that the four WRO members flanking your position are still 
vulnerable; Vincent must shoot any rockets out of the air, or else the 


WRO members will suffer the consequences. 





Choppers 


eee ieee i) 
The gun turret faces due west and the majority of the Choppers 
appear from the gorge straight ahead. However, some of the foes 
will approach from other directions. Refer to the following chart# 


learn where the enemies will come from next. 


Chopper Attack Plan 
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After dispatching the fifteenth Chopper, hop out of the gun 
turret and equip a gun with Fire or Thunder Materia. Three Hea 
Armored Soldier S units will soon make their way across the 

grassy field in an attempt to slay any surviving WRO members. 
Fortunately, their preferences for swords over firearms mean thé 


Vincent can attack them from afar without repercussion. 
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Handgun Bullets x60 
1000 gil 
Potion 
Machine Gun Bullets x120 
1000 gil 
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en the door to the bridge, but stay inside the stairwell. Quickly 2——— 
moot the DG Soldier straight ahead, then switch to the Hydra and oSiane 
ipe the DG Soldiers and DG Snipers in the area to the north. Look 












Remain in the stairwell until there are no other visible enemies to 
shoot, then step out and strafe along the southern edge of the bridge, 






moving in and out of cover behind the transports. Move to the north 






to lure some additional DG Soldiers and Guard Hounds out of hiding 







Ff ¥ and retreat southward while firing on them. Use Materia Shots and 
ae 


explosive barrels to maintain a high Killchain, but do not advance past 
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the towers just yet. 





























MISSION MISSION 


= aay CU aan C3 ea aa QUANTITY | MISSION NOTE 
1G Soldier 6 3 WRO Members DG Soldier 3 1 WRO Member 
DG Sniper 2 N/A 
Guard Hound 3 N/A Enter the maintenance corridor that leads to the northern side 0 
Cactuar l N/A the bridge and have the Cerberus gun in hand. Several DG Soldie 


have a WRO member pinned down near some explosive barrels 


After slaying the enemies to the southern side of the towers, up ahead. Quickly move into position and shoot the DG Soldiers 


 Vincent’s HP D i - ; 4 i ; ’ 
top off Vincent's HP and MP gauges if necessary and reload his without harming the WRO member. Whatever you do, don’t use@ 


weapon. Proceed north past the towers while taking out the Guard Materia Shot or accidentally fire at the barrels! Perhaps a simple 


Hounds and DG Soldiers out in the open, but listen closely for the and safer—way to approach this is to dash toward the DG Soldié 


sounds of WRO members. As soon as you hear one of them say, and take them out with simple melee attacks 


“Damn!”, sprint on a northeasterly angle past the container on the 
right and fire a Materia Shot at the first DG Soldier you lock onto. - 
Turn around and fire another at the pair of DG Soldiers to the west. me Te 

This should alleviate the immediate threat on the WRO members, 
but there are still DG Snipers on the next tower to the north. Take 


a moment to finish off any remaining enemies, then look for the 


Memory Capsules. 
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DG Soldier 4 


Potion Guard Hound 2 


Step out of the maintenance corridor and onto the northern sidé 
KA-BOOM! of the bridge. Stay close to the doorway and strafe back and forth 
with a slightly expanding patrol route to lure the DG Soldiers out 


natant located near the back wall of this section. of hiding one at a time. After eliminating the four DG Soldiers, 
will launch a barrel high up the wall, taking care of one 


ies ell 


advance further to the north to battle the two Guard Hounds. 


CACTUAR SPOTTED! 
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8 Rifle Bullets x15 
© 1000 gil, Potion, Machine 
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eentrance to WRO Headquarters has a lengthy covered area where Vincent begins his attack. From here, you can strafe left and right and 


kpedal away from enemies while remaining partially under cover. Use this semi-enclosed area for protection while eliminating the first 
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You undoubtedly see the briefcases on what remains of the roof in this area and want to 
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walking along the left or righthand sides in a southerly direction. From there, you can 
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When the coast seems clear—it isn’t—run and leap for cover 
behind one of the large pieces of machinery to the left or right. $f 
crouched and use the machinery for cover while sniping enemies 
across the yard. As you move further to the north, more and mo 


enemies appear so keep your head on a swivel! 
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Vincent must proceed down each side of the area to flush all off 
enemies out of hiding. When it’s time to change sides, run from 


Potion cover to cover and double jump often. The final three enemies 





appear on the large staircase to the north. 





STAY GROUNDED! 
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you pick up all of the items and Memory Capsules from the lower area. There’s a boss battle awaiting atop the stairs, so collect everyt 
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The Black Widow I! doesn’t fight alone. Instead, it has three DG Soldiers 
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P Griffon 8 to build up a Killchain. While the Killchain is active, fire Level 
RSET CM CHOR MLR TCM CML AM LTC CONC MTT 
MAUR CER CHRO OIC MLM OR LLM 
boss. Note also that the DG Sergeant drops a rare L Adjuster accessory, ¢ = 
so grab it before the battle ends! z 
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fire a homing missile at Vincent. Quickly target the missile and shoot it out of the air in the vicinity of the Black Widow II to use its weapons against it. If this doesn’t finish 
it off, one or two bullets from the Cerberus will certainly do so. Just keep that Killchain active to continue inflicting massive damage and the fight will be over in seconds. 
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MEMORY CAPSULE #40 
















Stand near the rubble where the Hea 
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north. The Memory Capsule is Potion 
was previously one of the supports f : Rifle Bullets x15, Handgun 
the upper walkway. Bullets x60 
ra ; © — Machine Gun Bullets x120 
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DG Soldier ] 


ae 


Step onto the Mako Point near the entry area and gradually proceed into what remains of the ravaged WRO Headquarters building. 





Face to the right and strafe around the corner ahead of the entrance to avoid getting caught off guard by the DG Soldier. 
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ave the Cerberus equipped and the MP gauge filled as Vincent enters the former downstairs lobby of the WRO Headquartersy 
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Windthrough the hallway slowly, as a Guard Hound appears from 
ground the corner at full speed. Back away and put a bullet in its 
Read as it gets ready to pounce. There is a lone DG Soldier standing 
guard alone at the end of the hall. Slowly sidestep around the 


tomer and shoot him from afar. 


oO 


DG Soldier 2 
The final two DG Soldiers are on the landing next to the stairs that 
lead underground. You can’t see them as you enter the area, but 
they are definitely there! Fire a Materia Shot over the railing to 


take them out, then grab the briefcase before heading downstairs. 
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THE SHERA 


Reeve was understandably down on himself after the attack at WRO Headquarters, but Vincent was able to 
massage his self-confidence into not quitting. Meanwhile, Shelke and Shalua were another issue altogether. 
Shelke’s time with Deepground has left her devoid of the emotions intrinsic to being a human and she struggle 
to understand why Shalua would have risked her life for her. Shelke offers her help to Vincent and the WROM 
that the Tsviets have turned against her, but she is still conflicted. Having part of her brain filled with Lucredm 


Crescent’s data fragments—and her consciousness—isn’t making things any easier. 


Vincent and Shelke’s conversation gets cut short when Yuffie announces the arrival of Cid Highwind. Cid, apils 
who helped Cloud and the others in the Jenova War three years ago, is back with a new ship, the Shera, andte 
to bring the fight to Deepground! If that news wasn't good enough, he has word that Cloud, Barret, and Tifaam 


the process of making their way to Midgar. The whole gang is primed for a reunion! 





t ready for the meeting yet and he doesn’t have time to talk to Vincent right now. He FE wn las 
there are several others onboard the Shera to whom Vincent should talk with. Wander 2 eT, ps. ~ . Z 

the upper decks of the ship and talk to the various WRO members to gauge their feelings P 2 & 
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Shelke in the sick bay, and Reeve in the large meeting hall. There is no reason to head 
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EXPLORING THE BIRD 








Vincent to take care of anything he has left to do onboard the Shera after their meeting. Take this moment to talk to Yuffie and Shelke ‘Gas’ aft - 
join, then proceed to the large meeting hall and converse with Reeve once more. Cait Sith will take a seat next to Reeve and offers some ‘aes =o 
i insight into the current state of affairs; speak to Cait Sith as well & : 
9 , 
f importance is the shop located in the room with Reeve and Cait Sith. This particular shop is the first one that sells the valuable X-Potion i 
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us WRO members, then head inside the engine room. When Vincent begins to exit the room, a cut scene event will occur. After the event, 


PRE-BATTLE PREPAREDNESS 
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Cid Highwind’s meeting onboard the Shera revealed the two-phase plan of attack on Midgar. Vincent, Yuffie, 
and the WRO would attack from the air while Cloud and the others lead a ground assault. Cid did a great job 


motivating the crew and everyone is ready to bring the war to Deepground. 


Of course, not everything is as it seems. While walking around the Shera, Vincent is overcome with the inability tom 
control one of the entities that dwell within him. Shelke sees his struggle, and witnesses his uncontrollable clawingaly 


the wall. Vincent, being who he is, keeps his fears bottled up inside and doesn't tell anyone of this recent development 


The Shera is eventually in position to attack. Vincent and the others slide out of the ship on individual hoverboart 
Yuffie and the WRO descend to their target landing point, but just as Vincent was ready to depart, the Shera wag 
struck by a neighboring crashing airship. Vincent was then forced to dive early and engage Deepground's anti- 
air unit of Black Widows. The skirmish forced Vincent to land off his designated course and into the old Train 


Graveyard of Midgar’s Sector 7 Slums. 





RED SAUCER 
2% The Red Saucer is an ankle-high, dish-shaped drone that emits an 

electrical charge that causes low to moderate damage. Red Saucers 

move quickly and often appear in large numbers. Use a lightweight 


weapon to better track its rapi 


id movements. 





Although this is certainly not a simple chapter, it is one of the easier ones to earn an S-rank provided that you follow the tactics outlined here. It also helps to be a good shot, too 
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gain the S-rank will need to forego the occasional Materia Shot and opt for a well-aimed Critical Hit instead. There are plenty of good sniping opportunities and each one present 
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DRY CAPSULE #41 
s Memory Capsule is directly 
iof the lone WRO member 
is cowering behind the crate. 
on the ground between the 
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Bouip the Cerberus and proceed toward the WRO members up ahead. Regardless of how fast Vincent gets 
‘them, it will be too late; they'll get annihilated by nearby DG Soldiers. Step past the end of the train on 
: 


fight and immediately fire at the explosive barrels in the center of the train yard. 
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Reno of the Turks. The Train Graveyard is just as creepy and dangerous now as it was then, but there is one big difference: Whereas 
Cloud rummaged through the barrels of oil looking for valuable items, Vincent can use his firepower to detonate them! 
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; Vincent wasn’t the only one to go off course and touch down in the Train Graveyard. The 
fw four WRO members around the corner to the northeast are lost and looking for a way 
¥ to get to safety. Stay ahead of them and eliminate the Deepground units so the WRO 


members can make it to safety. 


MISSION 
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DG Soldier 3 4 WRO Members to Escort 


As soon as Vincent stops talking to the WRO member, three DG Soldiers 
appear to the west. Quickly fire a Materia Shot at the one in the center to 
eliminate all three of them at once. Taking this approach should ensure 


the safety of the WRO members for now. gee 


MISSIONW) MISSION 
1-2 TEI QUANTITY | MISSION NOTE 1-4 





N/A 1 WRO Member to Escort “6 Soldier 3 5 WRO Members to Escort 
DG Sniper 1 |N/A 
Before entering the office, CL ean 


; : i ; 
continue past the bodies of the Use the Cardkey to deactivate the barricade and reload Vincents 


dead DG Soldiers and go to the 


western edge of the area. There, 


weapon. The five WRO members follow Vincent into the next 

section of the train yard, but three DG Soldiers attack from dired 
Vincent encountertitiecared ahead. Eliminate these foes with rapid shooting and a Materia Sh 
young WRO member hiding in or two, then quickly whirl around to face the direction from whi 
the corner. This is the fifth WRO 


ember who must be escorted to safety. With all five people in his 


care, Vincent can focus on keeping them safe. <M TTT WETI 


you just came and target the DG Sniper high on the roof. 
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Proceed through the offices to 

the west, but don’t exit through 
the door to the west just yet. q 
Load up on MP and face to the 
left. There are five DG Soldiers at 
the end of the hall to the south, 





so make sure you're facing the 
correct direction and sidestep through the door. Immediately fire a 


Materia Shot at them as soon as Vincent's gun clears the door jam. 
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‘Squat down on the north side of 


He train car that 
Ihrough and look 
Capsule underneath 
Hmeath the middle 
froin cor. 
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D6 Soldier 


fall the skirmishes to escort the WRO Members through, this one 


Nsthe most difficult. Ignore the Mako Point and focus on firing a pair 
8 gap 
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Materia Shots at the groups of DG Soldiers flanking the staircase 
the west. When these enemies are history, turn back to the south 
dwait for the DG Soldiers to appear from behind the group. By 
ig quickly, it’s possible to Killchain the first eight DG Soldiers! 





one 
Dry 


Now return to the area near the 
large staircase and snipe the two 
DG Soldiers in the distance. This 
only leaves the Heavy Armored 
Soldier S and he doesn’t appear 
until Vincent approaches the 


barricaded door to the west. 


Travel across the area to the west, then quickly double-back as the 
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final enemy attempts to corner Vincent. 
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Run ahead of the WRO members 
to draw the four DG Soldiers out 
before the WRO members can put 
themselves in harm’s way. Blow the 
four DG Soldiers to pieces with a 


Materia Shot, then advance toward 





the barricade up ahead. This is where 


things start to get interesting... 


Just as all of the WRO members reach the barricade, nine Red 
Saucers descend from the walls and attack with their electric pulses. 
Fire at them with the Griffon as they come into view, then hit them 
with a jolt of Thunder Materia to deplete this robotic herd. Finish 
off any remaining Red Saucers and collect the Cardkey from the last 
one to fall. Bring the WRO members inside to their officer. 


You will continue through the train graveyard after talking to the WRO officer inside, but 
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QUANTITY 





Exit the room with the shop, immediately draw the Hydra, and 
snipe the lone DG Sniper atop the tower to the right. There are 
two more DG Snipers on that platform, but they aren’t visible yet 
Collect the briefcases loaded with gil in the area and shoot the 


Memory Capsules here before going through the train car. 


Cross through the passenger car and step out slowly. Use the Hyd 
to snipe the other two DG Snipers on the tower. Aim back to the 
northwest over the passenger car to spot them. One is near the 
billboard on the front of the tower, while the other is further back 


to the left. 
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building and lookt 
actly The Memory Capsil 
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5 ligh above the train car. 
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Save the nine surviving WRO members. >8 









The WRO members Vincent escorted through the first two areas of the Train Graveyard aren’t 
the only ones here. There are nine more of them and each one is seconds away from becoming 
a casualty in the war against Deepground. Make no mistake about it, saving any of these WRO 


members is very difficult no matter how fast and skilled you are 





unless, of course, you follow 


these foolproof tips! 


WARNING! INVISIBLE TRIPWIRES! 
The key to saving any of these WRO members is to know exactly where the mission triggers are located 
and to avoid eliminating the threat to the WRO members before actually triggering the mission. Pay close 
attention to the strategies outlined in this section, as ignoring them is a guaranteed path to a low rank. 
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é : 
DG Soldier 5 2 WRO Members DG Sergeant 1 
Heavy Armored Soldier B l N/A =" DG Soldier 3 
y approach the doorway leading to the next area, but ignore the Walk toward the area where the Heavy Armored Soldier B was located 
finds of gunfire and shouts for help from the two WRO members and prepare a blast of Fire Materia for the Deepground unit about to 
ar the barrels in the clearing. Do not step through the doorway, as enter from the northeast. One shot should take them all out. 


moment you do the Heavy Armored Soldier B to the north will 


oy the two WRO members with a single bazooka shot. 


MISSION 


- aa QUANTITY | MISSION NOTE 
foot and ankle of the enemy beyond the train. Obviously, the : DG Soldier 1 7 WRO Members 


ead, crouch down and use the Hydra and Sniper Scope to shoot 


isnt the enemy's weakest point, so it will take a few shots to 


Op him. Once the Heavy Armored Soldier B crumples to the floor, 


; , : : The seven other WRO members are well within reach of the 
fyour attention to the DG Soldiers (with much thinner legs), i ae antec 

[ remaining DG Soldier in the gun turret atop the water tower. 
itonly defeat one of the two. “ : ; 
Fortunately, he’s not quite ready to open fire. As was the case 
> ans earlier, there is an invisible mission trigger that, once crossed, 


iy causes him to unload on the WRO members. That line is the train 
tracks to the northeast. Do not cross those tracks until after you 
snipe the final DG Soldier on the water tower! The best place 

to do this is right next to those tracks, behind the train 


in the corner. 
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feare four DG Soldiers in gun turrets on the water tower to 

south but they will hold their fire until all three ground forces 
been eliminated or until they are fired upon. Use this to your 
antage! Turn and snipe the two visible gunners before they get 
drop on Vincent. With them gone, resume the under-the-train 
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on the remaining DG Soldier. Join the two WRO members 
the train cars and snipe the third DG Soldier on the water 


t. This leaves one more to get momentarily. 
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Enter the building east of the water tower and raise the Cerberus to the ceiling to prepare for the first of three DG Soldiers in this area. Crawl 


alongside the train car, pop up, and shoot the other two deeper in the room. With those foes out of the picture, Vincent is free to explore. 
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Shelke wasn’t kidding! There really were more Omega Reports than just the four Vincent found at Shinra Manor. Look behind the brick train stop 
inside the entrance to this building. The red diskette is on the ground, directly below the first DG Soldier who attacked. 


There are actually eight Omega Reports to find (and several “G” Reports as well). Look for notes just like this throughout the remainder of the er 
walkthrough to locate each secret diskette. You never know what lies in store for those who find all of them. . 
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Vincent encounters another WRO member inside a train in the eastern garage. His tale motivates Vincent to call Shelke for advice and, fortunately, she knows just what to do. There’s on 
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Throughout entire battle. {Throughout entire battle. 
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The battle is broken down into waves and the best way to take it to the Deepground Commander is to survive each phase 
of the battle. It begins with a small cadre of Sweepers; use the Cerberus weapon from afar and strafe side to side to avoid 
their missiles. Use a Materia Shot, if possible, to destroy more than one of them. 





As soon as Vincent steps into the large clearing, he comes under attack by a number of different enemies. Although the De ee ee 
battle takes place against the DG Commander, you cannot afford to ignore the Sweepers, DG Soldiers, Heavy Armored 
Soldier B units, and Heavy Armored Soldier S units. Although there is a lone Mako Point in the vicinity, use your items 
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Use the protruding walls in the southwest corner of the area to provide some cover and switch to the Griffon to attack at 


a Materia Shot at the first enemy who comes into view. Continue to use the 
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a faster rate. You may even want to leave one of the Heavy Armored Soldier B units in tact, as its rockets are easy to avoid provided that you stay far enough away. This 
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|Heavy Armored Soldier B 


Unlike the previous battles, there is no way to keep a safe distang 
or silently eliminate these foes. They all enter the far end of the 

corridor and waste no time in firing at Vincent. Use a Materia Sh 
to rid the group of its lesser members and finish off the big guys 


with the Cerberus or Hydra. 
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Enter the underground passage 
and shoulder the Hydra rifle. 


Use the gun’s tremendous range 


2000 gil 


and accuracy to snipe the DG 
Commander and pair of DG 
Soldiers at the far eastern end of 


ry 9/840) . 
hae) the corridor. 


Follow the winding corridor 





to the two Heavy Armored 
Soldier S units. Slowly round each 
corner in the tunnel so as to not 
stumble into one of them. After 


all, these enemies are extremely 





intimidating but they are easy 
targets when shooting from a 


good distance. 
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=© There are two ways to prepare for this battle. You can take a few 
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~~ and HP replenishment items, or you can simply queue up a Limit Breaker. 

= The six flying Shrikes will definitely get their licks in and Vincent will 
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way, one thing for certain is there is little need for Materia, as the Shrikes 
are simply too fast for it. 





As soon as the battle begins, double jump backwards away from the incoming Shrikes and start firing at the nearest target. The Shrikes unleash a maelstrom of machine 
gun fire and jet-powered aggression. Watch Vincent's HP gauge and take cover in one of the train cars with the open side-doors. e 
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a N his DEF rating and also gives him homing projectiles. Although this 
. 


ae wi certainly makes the fight easier, the Limit Breaker is better used YY 
a at oh later in the game. 
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wos over 20,000 gil available for the taking during this chapter, so take this opportunity to add your Experience to your total and level up. 
joing well, this increase should put Vincent up to Level 14 or higher which means his HP is around 1700 or so. 






have the available gil, you can purchase the Auto Reloader for 24,000 gil at the shop. This is definitely an item worth buying sooner 
Un 





MIDGAR ASSAULT WRAP-UP 





Peek out from the opening and look for the glow of one of the Shrike’s engines. Using the heavily modified Cerberus weapon with a Normal Barrel, it's possible to get a . 
lock on at almost any range and it takes only a few shots to detonate a Shrike during mid-flight. , 
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\ FIGHT FOR 
, THE CENTRAL 
- COMPLEX 


Thanks to Vincent's quick shooting, he survived the ambush from the Shrikes and made his way inside the Cen 
Complex. Several WRO members made it in as well! Whether or not they are prepared for the challenges waiting 


inside the Midgar Central Tower remains to be seen. 








TW 3 BLACK WIDOW 
2% These needle-shaped explosive devices float just above the [RMMMNR@aMl The Black Widow is back and this time it’s not alone! This 


Sem ground and move in pre-set patterns. They are relatively pees nion-boss variant of the Black Widow is programmed 
= rare and, thanks to their slow speed, are quite easy to ets (0 charge after enemies and will often self-destruct by 
avoid. meals crashing into walls. 





Practice will definitely make perfect in this chapter as each battle has a very specific tactic that should be employed to Om ALR NERA NAST CaO 
a satisfactory Accuracy Rate thanks to the two scenes involving the gun turret. 


As was recommended for previous chapters, focus on firing in small bursts and only when the reticule is red. The other category that is difficult to master is Damage Sustained 
OMA mace R Ol RCM cece tUnn Tl following pages to survive in one piece! 
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mA DG Soldier = ra 
— 1DG Sergeant 2 


Run past the WRO members and 
turn left. Face the side area to 
the west and fire at the explosive 
barrel beyond the counter. This 
will take out the female DG 
soldier and one DG Sergeant. 
The last DG Sergeant is to the 
left, around the corner. Wait for him to reveal himself, or carefully 


round the corner while firing with the Griffon. 


STRONGER SOLDIERS 


1G Soldier 2 
DG Sergeant 5 


Deactivate the barricade with the Cardkey from the previous battle 
and start building a Killchain while walking north by shooting the 
explosive barrel atop the stack of crates. Use the Griffon to shoot 
the crates to keep the Killchain active while the Deepground unit 
comes running into view. Strafe left and right amongst the crates 
while spraying bullets at the unit. Purposely hit an occasional 
crate or barrel to increase the Killchain during the battle. Watch 
for the last soldier to drop, then start using melee attacks on the 


emaining crates to further increase the Killchain. 
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Red Potion 












Vincent encounters two 
individual DG Sergeants while 
looping around to the northeas 
in this battle. Keep the Hydra of 
Cerberus equipped and proceed 
with caution. The first foe appeal 
beyond the trains where the path 
bends back to the north. The second enemy is just up ahead of tha 
turn, where the room narrows. If nothing else, the WRO memberg 


will help point them out. 


BATTLE Wy 


‘0G Sergeant | 5 


Hop into the gun turret on the right-hand side of the train track 
and aim the weapon at the door on the left near the overturned 
train car. Five Sergeants and three DG Soldiers will funnel from th 
office, so mow them down. Keep the reticule aimed at a height evg 
with their heads and fire in small bursts to maintain your Accurat 
Rate. Don’t worry about the WRO members bringing the fight to 


the Deepground unit, as your shots will not harm them. 
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“ACCURACY TROUBLE 


ey die), so you won't have to worry about taking too 
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L\ Three Aerial Mines guard the narrow walkway leading from the Train Graveyard to the Midgar 







Central Tower. This last line of defense follows a pre-set pattern in conjunction with a set of 


barricades that flicker on and off. Vincent must negotiate this trap without being hit by the 





mines. 








sheep the Hydra equipped, as a DG Sergeant will attack from the opposite end of the corridor. In the ean 
@antime, stand and watch the nearest Aerial Mine as it circles the second barricade. Wait for the first 
iricade to drop in time with the Aerial Mine moving to the far side of the second barricade. After doing 


} Vincent can safely move past the first two barricades. 
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eright-hand side of the corridor, looping around the seventh barricade. Wait for it to slide to the right, Pet 


second Aerial Mine travels back and forth between the third and fourth barricades before traveling up 


ih 
) 





st the third barricade, before advancing. 


Slowly advance one barricade at a time—ignoring opportunities to move past multiple barricades at 
once—to the north while watching the Aerial Mines. The third Aerial Mine travels back and forth between 
the final two barricades before traveling down the right-hand side of the room to loop around the fifth 


barricade. Focus on keeping pace with the second Aerial Mine to slip through without a problem. 





QUANTITY = 





Climb the stairs to reach the lower level of Midgar Central Complex 
and rush to the aid of the WRO members up ahead. A number of 
Deepground units at the far end of the hallway have them in a 
shootout. Tilt the odds in the WRO’s favor by firing a Materia Shot 
at one of the DG Commanders, then detonate the explosive barrel 


atop the crates. 
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Destroy the Robotic Asout Unis! | 2 | 1 | 0 | WA | WA | 
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\ There are two Black Widows roaming the halls of Midgar Central Tower. Unlike earlier 


battles with this robotic beast, these foes are more overzealous in their attacks. Althoug 





they do fire machine gun rounds at Vincent, they are more interested in trampling him. 




















Although it’s possible to step aside and watch them fatally crash into a wall, you won't 


receive credit for their destruction. 
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1 Robotic Assault Unit 













The Black Widow crashes through the crates atop the staircase and 
charges straight down the hallway toward Vincent and the others. 
You only have a couple of seconds to destroy it before it obliterates 
itself by crashing into the wall. To do so, load up on MP and use the 
Thunder Materia together with the Materia Floater and Materia 
Booster. Hit it twice with a Thunder Materia shot to drop it. Fire the 





first bolt as the Black Widow reaches the bottom of the stairs, then 
quickly fire a second Materia Shot right after the first one. If your 
Materia Floater or Materia Booster are upgraded to their maximum, 


then there is no need to equip both. 
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Treasure Legend 


Tie wes 
0 1000 gil 
9 1000 gil, Hi-Potion 
8 Rifle Bullets x10 
0 Rifle Bullets x12 








MEMORY CAPSULE #52 
The Memory Capsule is on the balcony 
in the southwest corner of the room. 
You can shoot it from the north side of 
the large generator in the middle of the 
room. 





















Visit the shop at the top of the stairs, then slowly approach the gap 
inthe floor to the east. There is a DG Sergeant at the end of the 





fall manning a gun turret and it will take a stealth-like approach 
Stodefeat him. Fortunately, the slight bend in the corridor makes 
itpossible to get a shot on him before he spots Vincent. Crouch 
mside the trench and slowly strafe out toward the center of the 


hallway while looking for the DG 


>> rise 
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Sergeant to the west. Try to line 
Mpashot at his head by sneaking 
Wphullet between the wall and pipe 


Sand up and shoot him in the 
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it the east end of the hall contains an intricate network of electromagnetic 
TUM ARAM OM CRC RSL CORH IaH 
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make his way through the maze to the briefcases in the distance. The 
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met! DG Sergeant 


This is an optional battle, but if you want to get an S-rank in the 
Targets Eliminated category, you should take part in it. As soon 
as Vincent sits down in the gun turret, a large Deepground unit 
comes running into the hallway from the area near the shop. It’s 


not possible to eliminate them all as soon as they appear, so slowly 





raise the gun barrel as the Deepground unit gets closer to keep it 
at head level. Slowly move the gun barrel from side to side to avoid 
letting any enemies slip in close alongside the wall. As long as you 
keep an eye on Vincent’s HP gauge and have a Potion to use if 


necessary, this shouldn’t be much trouble. 
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Climb the ladder to the Mako Point and quickly dispatch the lone 
DG Soldier who enters the hallway from the room on the right. The 
in-game map indicates that Vincent needs to head through that 
room, but don’t go in there yet. Instead, continue west to the far 
end of the hallway—there’s a mission and a number of valuable 


items to obtain off the beaten path! 


fas Nr a 
| Assist the 3 WRO members! 


~\\ There are three WRO members at the western edge of Midgar Central Tower 2 whoné 
help. First, they try to disable a barricade, then try to make their way up a staircase 
strewn with explosive barrels and Deepground units. If you choose to participate inf 


mission and protect them, you'll be well rewarded with valuable items. 


Ue 3 
| Varies [Assist the 3 WRO Members 


Vith the Hi eq! dr the barricade and squat do st fe thr NRO members will run to the end of tl hall one 


at a time and try to destroy the barricade’s control panel by hitting it with the butt of their rifle. They must hit it a total of 40 times to 


deactivate it. In the meantime, DG Sergeants will run up one at a time to them to try and prevent their success. 
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Line up the reticule of the Sniper Scope (as shown in the screenshot above) and squeeze the trigger as soon as a DG Sergeant's head enters 
view. It will take two Critical Hits to drop him, but there’s enough time to get in a second round before he starts attacking the WRO memb 
When lining up the shot, make sure the right-hand horizontal axis is even with the center hole in the letter “A” on the wall and have the de 
the center of the reticule positioned on the angled dark line of the stencil, slightly up and to the left of the inverted triangle. Make sure to 


Power Booster, an L Adjuster, and your strongest barrel to maximize the damage. 
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0 G Report 
8 Limit Breaker 
8 X-Potion 
© Machine Gun Bullets x50 
8 Rifle Bullets x10 
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DG Commander 


three WRO members run ahead and put themselves in harm’s 






it the base of a lengthy staircase. Quickly run after them and 







fediately shoot and destroy the explosive barrels precariously 





hed on beams above the stairs to keep the DG Commander 






ishooting them down on top of the WRO members. With 






barrels destroyed, step to the side of the stairs and snipe the 






es at the top, or use a Limit Break and rush up the stairs to 


them up close. Don’t forget to lay claim to the ever-so rare FT Tete 
rt in the alcove above the stairs. ees yy rr 
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BATTLE Vai 
rT 
DG Soldier wees 
DG Sergeant =| 3 
DG Commander =| 


Return to the side room near the Mako Point, but don’t go inside yet 






Chad 


. ivi y) 


because there is a group of Deepground units there. Stay outside the 
door and use the Hydra to snipe them one at a time. Begin by getting 
close enough to the door to lure the DG Commander onto the catwalk 


straight ahead. With him eliminated, gradually make your way into 


5 


the room and take out the three soldiers in the northwest corner, 


ee a. ee) 
fg 1 





opposite the door. The final two enemies are located in the southwest 
corner of the room, but you must travel further into the room to snipe 
them. Grab the Cardkey and ride the elevator to the next floor. 


MIDGARIGENTRAITOWER 





* Midgar Tower Top 


ae 


easure Legend 


1000 gil 
Rifle Bullets x12 
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MEMORY CAPSULE #53 
Board the elevator at the north end.of the 
floonand:ride it up, Turn away from the 
lift control buttons and aim the Cerberus 


CU a aS C3 


] —_ Assault Unit 






at the wall.on-the other side. The Memory 
Capsule is sitting atop the third white 
light inside the elevator shaft. Continue 
riding the elevator up and down until you 
successfully shoot it. 








While in the elevator, equip the 
Griffon with the Materia Floater 
and Materia Booster and get 
ready to shoot a bolt of Thunder 
Materia. Exit the elevator and 

quickly gun down the two 


enemies at the end of the hallway. 





Continue to shoot at the crates on the ‘abt to maintain a Killchain 
while the Black Widow rounds the corner. When this occurs, fire a 
blast of Thunder Materia at it. Continue firing until it drops. 
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m= Just when you think the hallway is free of enemies, a number of roving Red Saucers 


emerge. Before you know it, Vincent is getting zapped with enough electricity to fry a 






Beast Soldier! Eliminate all 10 Red Saucers to make the way safe for those who follow. 
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Equip the Griffon with 


oes 


the Thunder Materia 
and walk down the 
center of the corridor 
until the Red Saucers 
descend from the 
walls. Back away from 
them slowly while 
firing with the Griffon. 
If they group together, 
hit them with a blast 
of Thunder. 
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Handgun Bullets x24 
Machine Gun Bullets x50 
Limit Breaker 
Machine Gun Bullets x50 
Potion 
Potion 
Hi-Potion 
Rifle Bullets x10 
Handgun Bullets x24 










Y CAPSULE #54 
@ large area to the south, where 
5 fight is, then walk to the right 
p the Hydra. Use it to snipe the 
yCopsule atop the metal struc- 
ihe southwest corner of the area. 
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MISSION 


-2 ENEMY TM aD 
Red Saucer 6 6 Sentry Robots 
Heavy Armored Soldier B 2 N/A 


Remain on the elevator when it reaches the top floor 

the Hydra with the Fire Materia and Materia Booster. * 

three Heavy Armored Soldier B units beyond the pile of crates at 

the end of the hall. Use the Sniper Scope to shoot them between 

the crates. As the crates fall to the ground or are destroyed, switch! a 
to blasts of Fire Materia to make quick work of them, Although 

they'll fire their bazookas at Vincent, their shots should go wide by 


the time they reach Vincent's location on the elevator. 


a Phar Am) '] | e ; 
GOT SKILLS? 


y Those with truly good aim and a desire to earn an S-rank can squeeze 
extra Killchain shots out of this scene by shooting the artillery shells| 
fired at Vincent. Shoot the shells in mid-flight to increase a Killchain, 
use the power increase to finish off the Heavy Armored Soldier B that 
shooting at Vincent! 





With the threat at the end of the hall gone, switch to the Griffon 


step off the lift. Six Red Saucers will scurry across the floor and 








+ 
; - . toward Vincent. Backpedal onto the lift while shooting at them al 
: aad 8/8 356 
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use Thunder Magic to take out several at once. The good thing aba 





having the lift to stand on is that the Red Saucers won't enter it, 
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BARREL Normal Barrel ‘Y $ 
ACCESSORY, Blizzard Materia 
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mViBe Machine Gun Fire Blade Slash Combo Ground Projectile Sickle Projectile 5-Stike Melee Combo : 
Throughout entire battle. | Throughout entire battle. cee reduced to chong, reduced to _ be reduced to 
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Use the shop to purchase as many Ethers and Mega-Potions as possible, and consider purchasing the Hydra II! modification. The battle against Rosso takes Mee 
enormous room with plenty of pillars and containers and other debris to jump on top of and hide behind. There are a number of briefcases scattered throughout the area 
containing everything from bullets to Limit Breakers. This is quite beneficial, as Vincent will need all of the room, cover, and items he can get his hands on. Upon first ee 
the area, stay away from the center and collect many of the items ahead of time. Also, take a moment to shoot the Memory Capsule now before the battle SM Ce 
Rosso in the center of the room to get the rumble started. 


PEER ERS 


UN RL Cmca nO RIERA Cet epee Rofo we Criveon 
and maintain a moderate distance between Vincent and Rosso. At this o9 

point, she only attacks with machine gun fire and her double-bladed 
sword. Rosso will rely mostly on her bullets, but she will occasionally 
OC MCE Ca CRM Cmca rm 
fire a Blizzard Materia shot at her. This homing magic attack will track 
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y= CELIO NMA MOCK EMR TRA en en Ries tn 
a rae, all of your guns and add the Cerberus Relief in its place—the extra Defense ability will come in handy! + 
Switch to the Cerberus 4 
weapon when Rosso loses roughly half of her HP; at this point, she i IN 
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FOO MO ORR CAC MUTE NAL RS ERTTL| 
then reveal two more attacks from her repertoire. The ground projectile 
is essentially a sword slash that shoots straight across the floor from 
Rosso to Vincent and, although dangerous, is easy to side-step. Perhaps 
TRUM Ca CCUM EM eR Tie 
in which she slashes, spins, and kicks for a total of five strikes. To avoid 
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Stay on the move and maintain steady pressure on Rosso with the Cerberus weapon to whittle away at her health. This fight isn’t CRS OCMU TURE OI Rs 
Vincent stays on the move and succeeds in dodging most of her attacks, he'll come out on top. 











jou do at the end of this chapter depends on Vincent's current level. If Vincent is not already at Level 15 or above, use the Experience eared in this MOR OA MAUR UENO LC 
ncent is already at Level 15, consider exchanging the Experience for gil and using it to purchase the Silver Model Gun. Although this 15,000 RULERS MCC) 
twill eventually be worth its weight in platinum. In order to maximize its potential, though, you must start upgrading it soon. 
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5 a | i ee Rosso the Crimson turns to >a ry 
Bloodburst Rosso and increases the intensity of her attacks. She'll then start hurling boomerang-like sickles through the air at y 

Vincent. These red flying discs have a homing ability and are quite deadly. Although difficult to dodge, you can use the large = 

Pe —_t pipes and pillars as cover against these attacks. Also, try to run in the direction that the sickle is arcing from to help dodge the WV 
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, AN EMPIRE 
/ IN RUINS 


Vincent arrives at the entrance to what remains of the Shinra Building, but the ground forces have not yet gotta 


past the Deepground defenses. Vincent is on his own for this one. On his way toward the front door, he is one 
again overcome with an indescribable pain. Chaos is growing restless within him, but he doesn’t know why. The 


time has come for Shelke to explain to him what happened at Shinra Manor with Rosso. 


Shelke’s communications with Vincent are cut short due to a problem in the Shera’s engine room. Upon going t0 
inspect the problem, she is met with the face she least likely wanted to see—Nero’s. Cait Sith lies motionless ont 


floor and Shelke draws her weapons, but the odds of her defeating Nero are slim. 





Shrikes are essentially DG Soldiers outfitted with jet-packs and 
wings. They can fly rather quickly and will try to stay directly over 
Vincent, making it hard to shoot them. 





Once you get a handle on how to defeat the multiple bosses in this chapter, earning an S-rank won't be too difficult. To accomplish this goal, pay special attention to your effic 
TORS CL Cn Ce OTC Rm RECN mem RCM ON ULCA Cm TRAM R SmI 
gain a good Time Expired rank. Another tricky category is Critical Hits. Using Materia Shots or relying on the Griffon too heavily will likely reduce the number of Critical Hits, s 
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RMORY CAPSULE #5 

Mond outside the wind 

i) the main entrance and 

Mosnipe the Memory Capsule on the 
bor inside the left-h om. § 
tween the v 
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oO Limit Breaker 
© — Machine Gun Bullets x90 
8 Phoenix Down x1 
°o Red Potion 
© 1000 gi 
© _ Handgun Bullets x36 
oO Rifle Bullets x12 





Perform a quick lap around the stillsmoldering ruins of the Shinra Building's exterior to 
collect items and pay a visit to the shop. Take advantage of every shop to keep Vincent's 
TMOG RCE ON ae OM RR ICRI NCSI MA TN OTN OTT 
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>120 119-110 109-95 94-60 
>15% 74-65% 64%-55% 54%-30% <30% 









<5000 5001-6500 6501-8800 8801-1100 >1100 
>60 59-50 49-40 39-30 <30 
>80 79-70 69-60 59-40 <40 
<8 9-14 15-19 20-28 >28 
>8 7-6 5-4 3-2 <2 






69%-50% 49%-30% <30% 
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40:01-45:00 _45:01-51:40 _51:41-60:00 
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Equip the Cerberus and enter the [>> = Sseaams 
aa lobby of the Shinra Building. Two 
MEMORY CAPSULE #56 SOLDIER troopers immediately 
Climb to the third floor of the descend the stairs on the right 


the Hydra 














ar 
vined lobby and use : 

i »bby = aapdaniaatt and work their way across the 
to snipe the Memory Capsule on : 
\ ‘Gi al a! floor toward Vincent. Shoot them 
the balcony across the area to the 
in the head before they even raise iceman 


their swords! A third SOLDIER 


trooper will attack once Vincent 


southeast. 


climbs the stairs to the second level. 









Beast Soldier 


A number of Deepground units enter through the front door 
Vincent reaches the base of the stairs leading to the third floor. 
Equip the Griffon or Cerberus and back up the stairs in a crou 
position while fending off the two Beast Soldiers. When the Beast 
Soldiers are history, switch to the Hydra and snipe the four DG 
Soldiers on the ground level of the lobby. Then drop down the 


elevator shaft to gain access to the lower levels of the building. 
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Shinra Building 5 Shinra Building Lt 
é& & » © _ Handgun Bullets x36 
Potion 
Shinra 
Building 6 
1000 gi 
0 Rifle Bullets x12 — 
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ow the winding corridor to the chain-link fence and loop up and 
éright. The first Bizarre Bug is clinging to the ceiling, so use MG, : 
Cerberus to shoot the bug to the floor where it can be destroyed. a oe 
pasafe distance when encountering these Bizarre Bugs, as they'll lind 


: 7 
ge forward and try to shoot Vincent with their toxic spit. ye 
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Red Ether 


Red Ether _| 
| 


1000 gi 


Machine Gun Bullets x90. a 
j 


_Mega-Potion _ 
1000 gil 
Potion x2 


2x Machine Gun Bullets x90, 
2x Handgun Bullets x36 


BATTLE yy ye 
Cae 
DG Soldier 
Beast Soldier 


rouch alongside the barrels on the right and slowly proceed to the 
west until the Deepground units appear. Use the Hydra to shoot 
the Beast Soldier while backing up toward the barrels. Tuck into 
the alcove for cover while sniping the two DG Soldiers who remain 


at the end of the tunnel. 


BATTLE 
= a aCe 
Ce ~ B 46 Soldier ESO | 
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4 if Med c Enter the room and immedi 
a duck behind the wooden cf 
Four DG Soldiers enter thi 
from the upstairs door—tw 
take the left-hand side and} 
will position themselves op) 
Vincent. Use the Hydra tol 
up a shot while crouching, then quickly stand up, fire, and 
back down. Utilize the cover afforded by the crates to escapé 
piece. Start with the two female DG Soldiers to the north, th 
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Phoenix Down | 
take out the men to the west. 

















Ignore the Bizarre Bug on the 
Window as you enter this room, 
MSit’s the one overhead that 
Nyill cause the initial fright. 
“Quickly double jump away from 


Nitand open fire with the Griffon. 


othe window, then quickly move to the second room where a 
bizarre Bug is standing guard over a Mega-Potion. Shoot the bug 
four more will drop from the ceiling. Stand in the doorway and 
the falling insects with a shot of Thunder Materia to quickly 


erminate them! 


the Mako Point and continue south toward the explosive 
elnear the door. Shoot the barrel and detonate it the moment 


two DG Soldiers emerge from the room on the right. Instant 





er side of the room, just out of sight. Carefully round the corner 
ard them and blast them with a jolt of Thunder Materia. 


should be accustomed to the unpredictable nature of the Red Potions and Red 
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y shop. Continue to maintain a full compliment of Hi-Potions and Mega-Potions. 
in battle, wait for Vincent to drop to roughly half his HP and use a Red Potion. 
best way to make use of the random nature of these items—you won't waste 


nor will it leave you in a critical situation. Use Red Potions first during battles so 
et stuck relying on something that might only replenish 1 HP. The same goes 


don’t let owning one or two sway you from always buying Ethers when 
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The room north of the shop has a number of explosive barrels and a 
briefcase containing 5000 gil hovering above one of them. In order 
to get the gil, you must take out the DG Soldier on the balcony before 
he blows up the whole place! To accomplish this, run to the right to 
pull any gunfire away from the barrels. The DG Soldier will run back 
and forth along the balcony to the 
north. Fix the reticule directly over 
the door and wait for the enemy to 
appear. The moment he pops out 
from behind cover, blast him. Now 
you can safely double jump off the 


barrel and lay claim to the gil. 


The moment Vincent uses the control panel near the door to open 
the heavy steel door, four Bizarre Bugs appear behind him and 
attack. Turn and shoot them with a Materia Shot (or use the Griffon) 
while backpedaling toward the next door. There are three doors 

in the basement’s northernmost corridor and wave after wave of 
Bizarre Bugs will pursue Vincent the entire length of it. Each time 
Vincent reaches another door and is forced to use the control panel 
to open it, he’ll be under the threat of attack from another wave of 
Bizarre Bugs. Don’t turn your back to that threat until you’re sure 
the Bizarre Bugs are too far away to attack. Note that if you close the 


door fast enough, you can avoid engaging the bugs altogether! 
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par Widow II, now it’s time to face the much-improved Black Widow TW ae 
aad model. In fact, he’s going to face two of them simultaneously! The room ¢ 
= going Y 

is a large warehouse-like room and one Black Widow TW is in the center 
Ca g 


on the floor, while the other clings to the mesh ceiling in the rear. 


SMO UR RU ROM CR Te AUC CLL 
this is actually a relatively straightforward battle. Equip the Griffon and 
RRC ICRU TCM COTM Ae CMR SRCR LLG 
begins. Strafe around to avoid its machine gun fire and energy beam 
attack while keeping constant pressure on it. 





Watch for the other Black Widow TW to deploy a series of proximity grenades and immediately fire a Thunder Materia shot. With some luck—and good timing—the 
Materia Shot will detonate the grenades, thereby building up a Killchain in addition to likely finishing off the first Black Widow TW. Put this Killchain to use by opening 
Rea CCM CURLER CLL 


The Black Widow TW on the ceiling will fall onto its head and suffer significant damage. When it is upside down, its vulnerable underside is exposed. Fire at it and the 
Black Widow will be history. 


= 
se 
eee ee aes) SO aa rr TET ho 
era ot "a ~~ ormer VAR |) Ty Se 


i 















Th 4 
, - 
RMORY CAPSULE #58 — 
inate the Shrikes on the | START | 
hen turn to the nort 1 use t 
lydra to snipe he dista lemo 
fapsule. It’s on the other sky L BI 
i = 
age ort in the 


8 Oo 
Ta 7 a 
Oo Rifle Bullets x12 
e Limit Breaker 
8 Top Secret File 
© — Machine Gun Bullets x90 Qo 
8 3000 gil 
0 Top Secret File 
© _ Handgun Bullets x108 






| 
ire no maps in the underground archives area of the Shinra Building. Fortunately, this is a pretty straightforward area—just follow along with the map in this book. The only area that 
t be confusing is the initial area near the elevator. However, if you scour each of the four corner offices in a counter-clockwise pattern and make use of the compass on the map screen, you 


ow the tips here and avoid getting lost. ; — 
NO KNOWN MAPS 
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| Collect the Top Secret Files. 






atl 


If Vincent and his colleagues are to learn more about Deepground, Vincent must find 


some data. Keep an eye out for these five diskettes containing all there is to know about 


Deepground. 





Exit the elevator and enter the room to the right. A half-dozen Red Saucers 
emerge from the shadows as soon as Vincent enters the room, so have the 
Griffon ready. Back away from the little crab-shaped robots and open fire on 
them for a Killchain. 
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MISSION 


1-] Sao 


|] Top Secret File 


N/A N/A 


Enter the room to the left of 
the elevator doors and locate 
the Top Secret File behind the 
glass partition. This is the first 
of five Top Secret Files, but only 
one other is located on this map. 
The others are hidden deeper 
underground. 
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BATTLE 
CCT Oa 


DG Soldier | l 
|Beast Soldier 2 





The room in the southeast corner of the lobby contains a surprise. 


As Vincent enters the room, several Deepground units appear. Back 


out of the office while firing at the two Beast Soldiers. Wait until 


they are both eliminated before fighting the DG Soldier behind the 


partition. 


BATTLE 


Shrike 2 


Proceed to the east through the two short corridors and exit onto 


the lengthy sky bridge. Vincent is immediately met with a barrage 
of gunfire from two Shrikes patrolling the area. Quickly backpedal 
through the door to take cover from their initial shots. Now head 


back onto the bridge and use the Cerberus with the Power Booster to 


nock them out of the air with a single shot apiece. 
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BATTLE 
|DG Soldier OM 


Enter the room containing the numerous display cases (a mat 


museum!) and slowly head north toward the distant door. For 
Soldiers file into the room 


and quickly spread out. Hit them v, 
blast of Thunder Materia before they can spre 


ad out too far. 
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Listen for the DG Soldier to yell 
“move out”, then quickly back out 
of the room. Two Beast Soldiers 
take positions atop the display 
cases, while the female DG Soldier 
holes up in the back of the room. 
Pick off the Beast Soldiers with 
Critical Hits to the head from the safety of the corner of the out 


hallway. Strafe to the right slowly once the 


y 're gone and take ou 
the DG Soldier in the 


opposite corner. Pick up the Top Secret 
from behind the materia display and continue south, 





Follow the winding corridor away from the materia museum fi 
large, hexagonal elevator shaft to the southwest. Along the W 
Vincent will come face-to-face with two pairs of DG Soldiers: 
will jump out from behind locked doors on the sides of the hal 


Hit them with a quick blast of Thunder Materia and move on 





= SUMMARY 


Teeter [on [wn [on [| 





eT. 












\ There are two near-identical elevators that Vincent must ride to reach the lowermost area 
of the Shinra Building. Both elevator shafts are home to dozens of Aerial Mines that you 
must shoot and detonate. This mission is based on score: you receive 1 point per Aerial Mine 
shot and 3 points for each Aerial Mine destroyed as a result of a chain-reaction. The highest 


possible score is 99 points. 


MISSION ummm 
QUANTITY MISSION NOTE 


B a a) i 
24 Surveillance Mines 


| Zein [MNS 


the Cerberus, aim at a slight angle upward, and start strafing in circles around the perimeter of the hexagonal elevator platform. 


























thirst, most of the Aerial Mines appear individually and are too far apart from one another to chain them together. Don’t wait for an 
portunity that may not arise, so shoot them one by one. As the 

ator continues to descend, however, there will be opportunities to 
pot an Aerial Mine while it’s near another one. Although the Aerial 
ne will briefly fall after being shot, it’s resulting explosion is large 


bugh that it can detonate any other Mines within close proximity. 
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tthe DG Soldiers while on the 
id elevator and turn to face 
fthwest corner of the area. 
jor below the one with the 
idiers contains a Memory 

le that must be shot while 

ig by on the elevator. 
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QUANTITY | MISSION NOTE 
| Top Secret File 


Slowly move down the hallway 

toward the southernmost 

research lab and shoot the two 

DG Soldiers who exit the room. 

With them gone, use a Limit 

Breaker and head into the lab. 

The remaining DG Soldiers and 

Commander are scattered throughout the room, hiding in the 
cubicles. The presence of the DG Commander makes this group 
quite a bit more formidable—and smarter—but the effects of the 
Limit Breaker ensure that Vincent won’t suffer much damage. 
Collect the Top Secret File from the southern end of the room 


and exit to the north. 


BATTLE \\ ipa 


aN Ua 


Four DG Soldiers pour into the room from the west as soon as 
Vincent enters. Use the cubicle walls for cover and make your way 
around the room taking out each of the enemies with the Cerberus. 
Run in a clockwise manner so as to get the drop on each DG Soldier 


as they hunker down behind the partitions. 


MISSION) \ gigi 
HH CMa MISSION NOTE 
N/A | Top Secret File 


the northwest laboratory room is devoid of en 
means that Vincent can pick up the Top Secr 


diskette is in the far corner of the room, acros 
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MISSION) 


aN 
DG Soldier 


DG Commander 


CT MISSION NOTE 
1 Top Secret File 


The final laboratory room also contains a Top Secret File, buti 
is heavily guarded with a motivated group of DG Soldiers, led} 
their Commander. Don’t take any chances with this group and 
use a Limit Breaker. Run and leap around the room in a clock 
direction while performing mid-air melee combination attacks 
result in a vicious ground attack. Clear the room of Deepgrou 


forces and grab the Top Secret File on the floor in the center. 


Step into the hallway and use the Hydra to snipe the two DG Sold 
hiding behind the Bull Heads. Use the protrusions on the left sidey 
the corridor for partial cover and keep the reticule fixed above the) 
Bull Head and wait to fire until the DG Soldier stands up. 


. 
Tie y) 





aoa 







THSSION\y 


the first, but here they fly in tight patterns and are far more conducive 
Mthain reactions. The only problem is that it becomes far more likely 


fiat Vincent will get caught in the explosion. For this reason, equip a 


will pass a level with four DG Soldiers who will open fire. Fire a 


eria Shot in their direction to squelch their efforts before they 
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ha 


ins three Heavy Armored Soldier S units that emerge 
jumber of closed doors. Circle strafe around the 
‘room while they give chase. This should force them 
making them extremely vulnerable to a blast of 








“Heavy Armored Soldier B | 


A Heavy Armored Soldier B enters the room from each side just as 
Vincent arrives in this area. Keep to the southern side of the room 
and strafe left and right while firing at the enemy to the left first. 
This will give the one to the right time to move within the blast 
radius of the explosive barrel in the corner. Fire a few shots into 
the more distant barrels to build up a Killchain, then finish off the 
Heavy Armored Soldiers by shooting the nearby barrels. 


" Red Saucers 


Have a gun with Thunder Materia equipped before proceeding 
through the door to the west, as a half-dozen Red Saucers will 
charge at Vincent and try to shock him. Shoot them with a bla 


your own lightning the second they bunch up. 


BATTLE Wy 


The final battle before the 

upcoming fight with Azul takes 

place against three Beast Soldiers. 

Have the Griffon equipped when 

going through the door and waste ae 
no time in firing at these quick- 


moving beasts. 


SHOPPING TIPS 


Use the shop to purchase the Cerberus Relief (3 upgrade if you he 
done so already. Also, purchase plenty of Ethers! 
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M Cerberus ‘Y P Griffon B 
Normal Barrel ‘Y Normal Barrel ‘Y 
Materia Floater Materia Floater 
Power Booster Materia Booster 
Cerberus Relief (3 Thunder Materia 
Handgun Bullets Machine Gun Bullets 


achine Gun Fire Artillery Shell Ground Shockwave 
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Throughout entire battle. |Throughout entire battle. {Throughout entire battle 
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Melee Kick Combo 
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Throughout entire battle. 
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= detonate against Azul this time, but aside from that the fight is very similar. Pama Se 3 
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al using the central pillar for cover. ee - La . 4 
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massive gatling gun, giving Vincent an opportunity to take cover behind the = aay 
pillar while constantly firing the Cerberus. Peek out from the side of the pillar 1 i a By 4 = 
and continue firing. F ¥ Mi \ 1 ik sh Ps 
: SY $ A ’ <r 
As was the case in the previous battle with Azul, he will occasionally slam his aes i‘ rt x A) att ~ - - 
| TC RSM Re RR TT aT 4 Pr a 4 aay FE, - =| ceo 
= 
= 
ie) 


all directions, Listen for him to yell, then double jump to avoid the attack. rT thy : ad ss 
‘ Y jump ec mT: a aN = 
Neo Azul doesn’t just use the same old attacks, however. He will occasionally rn : em 

break into a sprint and attempt to hit Vincent with a series of high kicks. As = 


long as you continue to shoot Neo Azul with the Cerberus, the battle will be Lard ye | a. ai 
od : 


won in little time at all. Or will it? 
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M Cerberus Y Hydra Ill . 

a a a 

Normal Barrel ‘Y Long Barrel B Normal Barrel ‘Y , 

Materia Floater Matera Footer |Matera Floater ~ ‘= a 7 a 
s Ch, ina a 
Gravity Floater Materia Booster . . Pitted 
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Throughout entire battle. {Throughout entire battle. For the first 50% of the } 













Power Booster 
Cerberus Relief 3 


Handgun Bullets 





Horn Attack 


Throughout entire battle. 


battle. 





Azul's transformation into the gigantic beast known as Arch Azul is one that is 


as terrifying as it was expected. This is when the containers covering the eight = — anenencta 
Mako Points on the elevator floor come into play. Once the containers have mr — 

been destroyed by Arch Azul, Vincent can replenish his MP supply by hopping \ 
lightly over the container debris. For this second battle, switch to the Griffon = 
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Arch Azul isn’t slow, so keep to the outer edge of the platform and 
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of the white mako containers. Arch Azul’s massive size and heft will crush 
each of the containers, allowing the mako within to flow out. Vincent can 
harvest this mako by gingerly hopping over (or onto) each of the piles 
of debris. Use these Mako Points one at a time to maintain enough MP to 
fire a level three Materia Shot. Only when the meter is completely empty 
should you consume an Ether item. 
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Naturally, the battle isn’t simply a game of running in circles. Watch for Arch Azul to stop his pursuit and raise his snout to the OA MRC AR SOS OR LIS 
SS Re eMC R ORO a MTA CHa eTtn TCA REN TAT 
- evade them. If they hit their mark, press the Square button to regain balance and minimize the damage. 
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\ SHINKA'S DAR 
SECRET 


Vincent and his inner demon, Chaos, proved too much for Azul but the battle between them was ertainly 


entertaining to Nero, who was watching nearby. Despite his success at the Shinra Building and successfully 
reaching the entrance to Deepground, Vincent is still uneasy. Lucrecia is forever on his mind. In his memories of 


her, he sees his hatred for Hojo grow, as well as his understanding of how he came to be 


LT Wi 
Gargoyles fly in large circular patterns, often rising i 1G Elites resemble DG Commanders in appearance 
and falling as they fly. Although they won't come too Esau but serve to protect them and utilize a powerful magic 
close to Vincent or use a melee attack, they possess : shield that repels gunfire. 
powerful sonic wave projectile attack. 


This former boss creature now attacks with others at a MM This stationary robotic gun turret fires random bursts of 
very close range. Beware of its powerful tentacle and ia machine gun fire with surprising speed and duration. 
body slam attacks and knock it back with o barrage 

of gunfire, 
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Sedans | 
im |DG Sergeant 3 


Heavy Armored Soldier S | 1 


flock of Gargoyles attack Vincent as he descends the stairs to the 







central platform. There are eight Gargoyles, but they don tall 






fow.the same flight pattern. Two will appear directly over Vincent at the base of the stairs, so defeat them first. Five more will appear 





er to the north and perform looping flights around the central area with forays to the east. Lastly, one of the Gargoyles will primarily 


Mear the starting area, at the top of the stairs. 

















1350 35 160 = 20 








Targets Eliminated >200 199-170 169-125 124-90 <90 
Barrel 90 80 115 170 Accuracy Rate >43% 42-37% 36%-30% 29%-25% <25% 
Barrel 300 40 «1405 Damage Sustained <15000 15001-19000 19001-23000 23001-27000 >27000 
600. 150 85 160 Critical Hits >60 59-50 49-40 39-30 <30 
Killchains >150 149-135 134-120 119-100 <100 





























Summary items Used <i] 18-26 27-36 37-45 >45 
ERTS 3 Magic Coste >i 10-8 7-6 5-4 <4 
PSC ULAR CCE NTR OR EMT Mako Collected 590% 89%-70% 69%.50% 49%-30% <30% 











ed category, as it can take up to two hours to play through this = esata 0 ] q 3 >4 
PAO AMOUR MRR ene Curls) Completion Time <1:06:40 —_1:06:41-1:16:40 1:16:41-1:26:40 1:26:41-1:40:00 _ >1:40:00 
es and do a trial run through each of the missions and optional 

ger hunt. Then play through a second time with an emphasis on speed and efficiency. Note that if you plan to make a SRR MIRO M COTM Mr MCR Ar iC 
SUES ARR SACU CH MALT enough to eliminate the first 20 or so enemies. 








A good tactic for hunting Pp ee 


omy YER TS 


Gargoyles is to use the Cerberus 
weapon and listen for the sounds 


of the Gargoyle’s sonic wave 





attack. Head toward the noise and 


look beyond the railings on the Dropping onto the eastern platform triggers an attack from a 





platform for their purple and red number of Deepground enemies. Fire a quick shot at a distant 


wings. Beware that the large columns with the locked doors (red explosive barrel to eliminate one of the DG Sergeants and start 
lights) contain DG Sergeants and up to three of them will attack Killchain, then use the added power to take out the Heavy Armg 
during the battle with the Gargoyles. Lastly, a Heavy Armored Soldier S units rushing toward your position. Finish off the 


Soldier S will attack once the last Gargoyle has been knocked remaining enemies with the explosive barrels and head inside. 


from the sky. 


a TREAT CARDKEYS LIKE GOLD » came 


lA NO 


y from the fallen Heavy Armored Soldier $ and return to ams 
Deactivate the barricade near the start and jump down 
the platform below. Once there, continue east while 
any of the areas in the Deepground realm are only 
irection due to broken ladders, locked doors, and limited 
§ inspect the entire area before deactivating a barricade, as 
‘one can leave special items forever off-limits. 
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Limit Breaker 

Hi-Potion 
Machine Gun Bullets x60 

1000 gil 

1000 gil 

1000 gil 

Elixir 

1000 gil 

Phoenix Down 


MEMORY CAPSULE #62 


Stand on the platform at the 


entrance and face due east. The 


cooccooo om 


ei 
Memory Capsule is far off in the al A 
distance, on the floor. You need ii Pt 

good eyes and a steady hand to. ’ 

snipe this one. al 








“Grab the items on the upper 
platform and use the Cerberus to 
Killchain the two DG Sergeants 
atthe base of the stairs. Partially 
descend the stairs and turn back 
tothe northwest when you hear 
aDG Sergeant call out—he’s on 
the upper platform to the left of 
Where you just entered. 





ilike the previous Aerial Mines, the ones in the Deepground area 
equipped with machine guns that fire in random bursts in all 
tions. Use the area to the southwest for cover and hit the Aerial 


fines with a shot of Fire Materia as they travel back to the west. 


















BATTLE Wy 


Cc. DG Sergeant [ed 
1 ice 


Use the Cardkey to lower the barricade and take a moment to outfit 
the Cerberus with the Power Booster and your most deadly barrel. 
Descend the stairs and shoot the four explosive barrels rolling toward 
Vincent. Now run to the staircase and try to use that Killchain’s 
power boost to eliminate the upcoming DG Sergeant. As soon as 
Vincent reaches the staircase leading to the briefcases, a single DG 


Sergeant drops from the ceiling and steals all of the briefcases. 


>» 1 oy ry 


Pe 


You have one chance to kill the DG Sergeant and it must be a 
perfect shot to the head with as much firepower as possible. The 
chances for success are slim, but it’s possible to drop him with one 
shot. The good news is that although getting the items from the 


DG Sergeant is extremely difficult, the items aren’t rare ones. 
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DG Sergeant 4 | 





' nena 
™ [Heary Armored Solder S| 1 

Go to the west and prepare for battle as a barricade springs into 
place and enemies appear from both sides. Shoot the explosive 
barrels high on a ledge on the western wall to drop them onto the 
DG Sergeants perched below them. Now turn and drop the Heavy 


Armored Soldier S heading in from the east. 
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0 Limit Breaker 
MEMORY CAPSULE #63 
Approach the exit on the west side 
of the area and face directly south. 
Crouch down to get a clean shot 
through the railing and shoot the 
Memory Capsule on the ground 
below. 
Outer Wall, 
interior 2 


BATTLE is 







Ua 





06 Commander 


The DG Elites charged with protecting the DG Commander all possess 

a magical bullet-deflecting shield similar to Shelke’s. This means that 
Vincent's bullets won't be effective against the DG Elites. Although 
Materia Shots are effective, you'll use fewer items and win the battle faster 
by using a Limit Breaker. The Galian Beast’s powerful melee and projectile 
attacks make quick work of the DG Elites. After disposing of the foes, the 





barricades protecting the DG Commander will deactivate, thereby making 


im vulnerable to attack. Corner him with the Griffon and don’t let up! 


PYeEPYAVITINI) OIE, i: > War i IVEY 


aU WA Wa d7 ULL 














Step through the door to the 
next area and remain in the 
area between the shop and the 
Mako Point. From here, snipe 
the two DG Sergeants patrollin 
the southern walkway. Use any 
4 gil you have to purchase a full 
compliment of Handgun Bullets, as the Cerberus is going to get 


lot of use in the coming battles. 








Drop onto the next level to the west and shoot the two DG Sergeants that an 
eT 
emerge along the far wall. Before proceeding to the next lower level, take 


amoment to snipe the DG Sergeant patrolling to the southeast. 


Assoon as Vincent drops to the lower level, two more DG Sergeants 
enter from the southwest corner. Fire a Materia Shot in their direction 
toeliminate the threat. Descend one more time and turn and shoot the 
DG Sergeant that enters from the south before making the final descent 


tothe square room at the bottom of this area. 
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Rifle Bullets x12 
Cardkey 
1000 gi 
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DG Sergeant ] 


Heavy Armored Soldier S | . p 21 


ites on the floor all contain an item of value, but one of the 
inthe center of the room has a DG Sergeant. If you use melee 

, a Heavy Armored Soldier S will appear. For this reason, 

in from using melee attacks to smash the crates and, instead, 
back and shoot them with the Cerberus. Fire a second shot to 
e:DG Sergeant. Try to make a Killchain and collect the items 
they fade away. Grab the Cardkey and return to the upper 

d out through the door to the east. 
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MEMORY CAPSULE #65 
Step orm the door - im- 

mediatel y stop in plac - Ignore the 
gunfire rit 







ping ed the ceiling 
m to the right. A Memory 





and t 









Capsule is behind 





is b ence right 





next to Vincent's entry point! 


To earn an S-rank, make a side-trip to the 
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SUMMARY 
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T Vincent finds a monorail car that transports him into the central Deepground area; 
the only problem is that his journey goes far from undetected. Vincent must use his 








considerable arsenal to destroy each of the Deepground units who follow him. There are 






10 targets, with the enemy transport cars counting as a target. 






TE QUANTITY mine tt 
DG Sergeants Py ee ey 5 Targets to Destroy 


Monorail Cars Ee 4 Targets to Destroy 
Chopper |_| Target Destroy 


Shortly after leaving the station, two other monorail cars appear—one 










directly behind Vincent and another on an overhead track. Use the 






Cerberus outfitted with the Power Booster to destroy the upper car and its 






passenger first, then blast those on the lower track. 






Another DG Sergeant comes speeding after Vincent when th O 


Macks pull alongside one another and head downhill. Aim in front 


Mfthe enemy car and keep firing until it blows up. 


ihe two tracks separate once again shortly after going around the 
end. Have the Thunder Materia ready and fire a blast at the two 
UGSergeants on the upper track. With the two DG Sergeants gone, 
ail car slows alongside Vincent's. This provides some 
me for Vincent to destroy the ninth target before entering the 


itching station. 


“4 
ame 


final target is none other than a chopper helicopter! The 

per will make multiple passes overhead while steadily firing 
its machine guns. Equip the Cerberus Relief (you won’t need 
eria) and crouch down behind the cockpit of the car for cover. 


the chopper’s nosecone to rack up a number of Critical 


MEMORY CAPSULE #66 

Exit the monorail car and walk alongside the 
track to the west. There is a Memory Capsule 
underneath the track near the station’s exit. 
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w delivering significant damage. Vincent must inflict in 
UT aie e 
excess of 10,000 HP to the chopper to destroy it. If this mark isn’t 


reached (or exceeded) by the 


time Vincent reaches the next SO are a, a 


station, th r will fly away 
unscathed. If ammo gets low 

for the Cerberus, switch to the 
Griffon but wait until the chopper 
performs a close-range fly-by 


before attacking. 
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Try to keep track of the total damage you inflict on the chopper 
and, once you surpass the 10,000 mark, try to avoid taking damage 
by crouching for cover. The chopper will blow up only when the car 
ride is about to end and you have reached or surpassed the 10,000 


HP damage mark. 
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Use the Hydra to eliminate the first three DG Sergeants along the 
walkway to the east while using the center wall for cover. Slowly 
proceed to the eastern side of the area and head north. Several 
more DG Sergeants and. a pair of DG Elites will appear. Continue 
shooting the DG Sergeants with the Hydra, but consider using a 
Limit Breaker to,take care of the DG Elites. Doing so will enable 
Vincent to throw fiery projectiles at the DG Sergeants who appear 
on the rooftops to the northwest. 
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shoot the Memory Capsule onf 
roof all the way to the west. 
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MEMORY CAPSULE #68 
Head east from the starting pd 
then pause about halfway therg 
> Memory 
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While on the top of the stairs ee 
leading down into the town, two 
DG Sergeants appear on the edge 
of the ruined highway overpass 
to the southwest. Raise the Hydra 
and shoot the explosive barrel 


rk 
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near them to'squelch’their attack. 


Now it’s time to use another Limit Breaker, as there are two mo 
DG Elites and a DG Sergeant at the base of the stairs. Head doy 
the steps as the Galian Beast and show them how feeble their 


magical shields really are! 


minating the DG Elites and 
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Drop to the area near the Mako 
Point and take cover near the 

ruined wall. Three DG Sergeants 
take cover directly to the west and 
try to snipe him. One is atop the 


large gray building, another is in 





the window directly across from 
Vincent, and the third is in the 


street below the other two. 





Leap into the alley to the west, 


Use the Cardkey and descend the 

















grab the briefcase, and slither 


stairs into the small courtyard up to the corner of the building. 
with the crates. Three troopers There is a DG Sniper up the road 
drop in from above and surround to the north and he knows exactly 
Vincent, so start shooting them where Vincent is hiding! Aim on a 
right away. Shoot the SOLDIER slight angle to the northeast and 
trooper near the second barricade look to the red rooftop at J-8 on 
and rush toward it to make the the in-game map grid. 


Emaining troopers funnel toward Vincent. A Heavy Armored 
Midier S will attack after Vincent uses the second Cardkey, but he 
sents little threat as long as Vincent has the Cerberus in hand Bi ep 
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md plenty of ammo in the clip. 





Run due north and into the water below the bridge to find the 
Blast Machine Gun. Go ahead and equip this new gun frame, 
as its powerful knock-back ability will come in handy. As Vincent 


: : reaches the exit from this watery ditch, the barricade rises and no 
buble jump from the ledge where the barricade was located to the 


less than 18 Guard Hounds flood the area! 
fcase below, then turn and detonate the barrel to the left where 


DG Sergeants are located. Strafe to the left and take out the fourth ; ; 
8 Run and double jump to the far side of the area and use the Blast 
on the rocky ledge. As soon as Vincent drops into what was once arses - 
oe E Machine Gun’s speed and knock-back power to keep the Guard 
dation for a home, three more DG Sergeants attack from the P as : . : ; 
Hounds at bay while building up an impressive Killchain. Three 
by road. Hit them with a Materia Shot and collect the spoils. =e ‘ sy 
Crimson Hounds attack last and, although they fight in a similar 


style, it takes more firepower to down them. 
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Climb the stairs to the bridge and immediately take cover, as three 





DG Snipers waste no time in opening fire. The first DG Sniper is on 
the rooftop to the west, while another is atop the tall building to the east. Grab the Cardkey from atop the crate on the bridge and dud 


cover. The final DG Sniper is on the blown-out building at the western end of the road. He’s standing inside the third floor window. 


Two Heavy Armored Soldier B units leap in front of Vincent as he nears the barricade to the west. 
yet, they fire their bazookas as soon as they land. Back away from them while shooting Fire Materia 
blasts and strafing side to side to avoid their projectiles. 
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fe escape just yet! This crate contains the Faerie L Barrel and if you shoot it f 
leave its valuable contents out of reach. Instead, shoot the crate from beneath it 
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| Swiftly neutralize the enemy onslaught! | <1:59 | 2:00- | 2:20- | 2:40- | >3:20 | 
2:19 2:40 3:20 


Hop into the gun turret at the southern end of the street and prepare for an epic fight! 


Deepground is prepared to mount a full ambush of Vincent’s position with all of its forces. 


MISSION 


2- ENEMY Puasa: 
etn Red Saucer 3 
¥ 


Bull Head 
i, 











DG Sergeant 
Squelch the ambush 


Twin Sentry as fast as you can! 






Aerial Mine 
Sweeper 
Black Widow 
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ip the Cerberus Relief and a Phoenix Down to make sure Vincent stays alive during this mission. 


that taken care of, take a seat and start firing! 


first wave of enemies consists of Red Saucers and Bull Heads. Don’t waste too much ammo firing on 


Red Saucers until they get close enough for a clean shot. Try to shoot the Bull Heads when they reach 
middle of the road. 


gs get a bit more tenuous after this initial volley. Deepground will soon attack with Sweepers, DG 
geants, Twin Sentries, and Aerial Mines all at once. The top priority should be the Aerial Mines and 
epers, as they can come right up and hit Vincent at point-blank range. After that, look to cut down the 
in Sentries on the building to the right of the street. These mechanized guns fire a lot of bullets with 

ent accuracy. Lastly, look for the occasional DG Sergeant to appear in one of the windows or doorways 


ithe opposite end of the road. Focus the reticule in the opening and keep firing until these foes fall. 


Ss The last wave of the ambush features a pair of Black Widows. 
i EELYA) TT , + Keep the reticule in the center of the street and fire until they are 
: both history. Watch for their missile blasts and use the gun turret 
to shoot their projectiles out of the air. Not only does this save 
Vincent's hide, but it also serves to keep the Killchain active and 


increase the damage he delivers. 
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Gather up the items south of the gun turret and head north along 
the road. Shoot the DG Sergeants through the barricade, then turn 
and get the one in the window on the right. Quickly deactivate the 
barricade and, while the Killchain is active, descend the stairs and 


take out the final DG Sergeant on the right. 


Point the Cerberus to the sky and st ASR 
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Enter the ruined building from the north and gather up the 
briefcases. After collecting the one with 10,000 gil, two DG Elites 
and three DG Sergeants rush to the scene and surround Vincent. 
Two of the foes appear outside the barricade and three others near 
the entrance to this area. Break out of the trap with quick Materia 
Shots and continue west. Consider purchasing the Long Barrel Y 


rom the shop at the top of the stairs. 
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The Limit Breaker on the bridge is just another piece of bait. 
Deepground has barricades set up on both ends of the bridge ami 
an army of combatants to finally put a stop to Vincent. First, you 
must deal with wave after wave of DG Sergeants—19 in all. The 
arrive in waves of 3 to 4 and try to surround Vincent. To avoid 
them, double jump out of the way and use an occasional Thunder 


Materia shot to increase the Killchain. 
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After disposing of the last DG Sergeant, three more deadly units 
arrive. Greet them as the Galian Beast and let Vincent’s other fo 
make swift work of them with his flaming projectile attacks and 


melee combos. 
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crate. Shoot the crate twice to destroy the explosive 


in the vicinity of the 


barrel inside it—as well as the DG Sergeants—then grab 


the Cardkey. Ignore the shop on this floor as it’s just a 





decoy—there’s actually another DG Sergeant inside it. 
o Instead, finish off the remaining DG Sergeants and ignore 
the small device remaining from the barrel’s explosion. 


Shooting this little explosive canister only reveals a 





disappointing Potoin item. 
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{Aerial Mines 3 


ot the barrel high on the opposite wall upon entering this building, or else it will fall on Vincent when area 

aR 
pproaches the door. Now slowly tiptoe around the red explosive canisters in the walkway. At the end ; 
ie pathway, leap over the row of explosives to grab the Cardkey. Triggering one of the explosives will 


imon the arrival of three DG Sergeants and a Heavy Armored Soldier B, so don’t touch them! 







second area contains a series of crates. As long as you destroy these crates (and the DG Sergeants that 
tat) with melee attacks, the three Aerial Mines will stay to the right. Continue to the third and final 
ch of walkway. 





Shoot the lone DG Sergeant that appears on the other side of the barricade and inch toward the hole in 
the wall where the barrels are being hurled through. Study the pattern briefly and wait for a barrel to 
explode on the side of the hole. Press the Square button and the Left Analog Stick to dash forward after 
the explosion, pause for a moment to let the distant explosion dissipate, then dash forward to safety. 


As soon as Vincent uses the Cardkey to deactivate the last barricade, a countdown will begin. He has thirty seconds to exit the building before 
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Ruins 2, North 





MEMORY CAPSULE #74 


Cross the courtyard to where it 
overlooks the ruins below in the 
canyon and look to the northwest 
at the crumbling bridge. The 
Memory Capsule is just to the right 
of the sliver of daylight shining 
underneath the bridge. 
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tep outside, crouch down, and draw the Hydra. Don’t fire a shot 
Just yet; instead, take a moment to get a bead on the location of 
each of the five DG Sergeants hiding to the northeast. Also, take 
note of the five to the northwest. Start by shooting the three near 
the large building directly across from where Vincent originated. 
With them out of the way, run and jump down through the rubble 
to the stairwell and use the windows in'the next section to snipe 
the DG Sergeant near the gun turret, as well as those on the teal- 
~ colored glow.of Mako Reactor Zero. There is also an explosive 
barrel near the chimney on the left portion of the rooftop. 
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Descend the stairs while facing 
to the left and have the Thunder 


Materia equipped. As soon as 
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you clear the wall and see the DG 
Sergeants, fire a Materia Shot at 
them. Keep firing the Cerberus at 
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them through the doorway until 
all seven DG Sergeants are down for the count. It’s also possible 
snipe them all from the top of the stairs before they realize 


you're there. 


The coast isn’t clear once you 
arrive in the courtyard! Three DG 
Commanders leap into the area 
from all sides and open fire. Don’t 
waste any time in hitting them 
with a Materia Shot to weaken 
them and knock them back. 
Finish off the DG Commanders 
with the Cerberus or Griffon. 
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Bethe Cardkey to deactivate the barricade in the southeast corner of the courtyard and descend the 
its. Follow the hallway to the storage room ahead, where five troopers burst out of crates two at a 
ame. As long as Vinc@t stays near the door and shoots the first two to get a Killchain going, it’s possible 


bdrop the others with a single shot. A Heavy Armored Soldier S emerges from a crate once the last 








ge the shop to loathupin Handgun Bullets and purchase the Power Booster Y if you can afford it; it will make the upcoming boss battle 
‘pit antly easter. Exit teregm thrquglfhe left-hand tunnel and climb the ladder to the completely optional Stage Mission 3. 
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Defeat 100 Enemies! <80 | 79-60 | 59-40 | 39-20 | >20 


This optional Stage Mission counts toward the post-chapter mission rankings, but is essentially 
an endurance battle in which Vincent is free to come and go as he pleases. Enemies will continue 
to enter the warehouse and attack from all levels for as long as Vincent stays inside it. The 
highest tally of enemies defeated while in this chapter will count toward the rankings. Each 
time you reenter the warehouse, the mission will begin anew. Defeat all 100 enemies and you'll 


receive the very valuable Gold Moogle Doll, which can be sold for 35000 gil. 
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oa, DG Sergeant 47 
‘SOLDIER trooper 16 
Heavy Armored Soldier S 15 Defeat all 100 If you want to earn the Gold Moogle Doll, you must enter this mission equippe 


enemies! ; a : was 
: with plenty of ammunition and a full compliment of restorative items such as 
Heavy Armored Soldier B 10 Plenty. P 


DG Elite 12 


Phoenix Down, Ethers, Limit Breakers, Mega-Potions, and the like. It also helps 
to have an upgraded Cerberus Relief equipped on your primary weapon and only 


switch away from it when using Materia. 


is is a tough mission in that it requires the use of available cover and excellent marksmanship in 


EARN GIL AND EXP NOW! 

0 
cel at Stage Mission 
to enter the battle 
and not only accrue 
“amounts of EXP but 
of these valuable 
| earn enough money to 


st every gun upgrade 
The DG Elites that 


later in the level have a 
chance of dropping larger 
1s of gil 


ums of speed and accuracy. Although the homing nature of the Galian Beast’s projectile attacks can 


pagainst DG Sergeants positioned on the roof, you'll need a quick shot when it comes to surviving 












ambush of SOLDIER trooper units at ground level. 
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though some people may remain on the ground level, it is possible to climb up to the walkways on 
ther side of the room. There is a ladder in the northwest and southeast corners and Vincent can 
e use of the sliding bridge that rumbles back and forth across the room. Use the walkway to your 


ivantage here, as the Deepground units can’t reach it. Vincent can take them down one by one. 
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Vincent comes under intense fire as soon as he steps through the 
door to the north. Start firing at the DG Sergeants on the upper 
floor of the building across the canyon while running for cover. 
Stand behind the larger slab of broken wall while taking out 

the three on the upper floor, then step to the side and snipe the 


remaining DG Sergeant on the lower level. 
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When Vincent drops onto the canyon floor, a tally appears on-screen indicating the number of four items that you've found. Think of this as 


mi optional side-mission, but one that can be used to gain several rare weapons. If this sounds interesting, follow the steps listed here in the 


onder listed to complete it and gain all four valuable items. 


Shoot the rusty pipe at 
I-9 to knock the explosive 
canister to the ground. Shoot the 
“tanister to gain a Cardkey. This 
Nis Item #1 on the map. 
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Enter the tunnel and shoot 


the explosive canister on 
the ceiling near the blue light at 
Sto receive another Cardkey. 


C 
This is Item #2 on the map. 
| 


i Follow the path to the gun turret near the Mako Point and use 
| 


the gun turret to shoot the crate off the ledge to the south at J-9. 
Return to the crate and shoot it to get the next Cardkey. This is Item 
30n the map. 


| 





Fai , Pe ee 


' Fv OVI 


patty tt) 


Ct or 
lalla hace 


Use one of the Cardkeys to 


deactivate the barricade 


Baer lg 


the main canyon. Retrieve 
he two Cardkeys there at H-8. 


hese are Item #4 on the map. 
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8 Proceed through the two 
sewer tunnels to the ladder 

leading up to the clearing in the 

northwest. Jump back down 

the ladder chute to pluck the 

Cardkey out of the air at H-7. 

This is Item #5 on the map. 
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Climb up the two ladders Se ral 


to the room with the shop ; 

and locate the Cardkey behind ’ ; 

the Shop at I-8. This is Item #6 on y. aS ; 
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the map. 
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Smash the crate at I-7 near the shop to get another Cardkey. 
This is Item #7 on the map. 
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Drop onto the ground to 
the northwest and carefully 
crawl to the cliff’s edge. There 

is no way back up from the 

lower area, so do not fall! Now 


maneuver the camera for a better 


ra) 1 
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view and get the Cardkey at G-6 
on the map grid. This is Item #8 on 


the map. Return the way you came. 


You should now have nine Cardkeys. Return to the sewer tunnel I Return through the tunnels 
and approach the area with the numerous barricades in a row to the entrance from the 
at J-7. Use seven of the Cardkeys to gain the Lucky S Barrel and two canyon area and use the Cardkey 
more Cardkeys. These are Item #9 on the map. to gain the Elixor at K-9. This is 
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Item #11 on the map. 
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Continue back through the tunnels to the last remaining 
barricade at H-7 to get the Limit Breaker. This is Item 
| ‘ on the map. 
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Climb the ladder to the ar a 
room with the Mako Point a | ad d 
at J-8 and use the Cardkey to Se 
gain the Bayonet Rifle. This is “s ~— i) 
ram ~ 88/735 (480 
Item #10 on the map. fa Pe ; 


Stop at the shop near the Mako Point and buy as many Handgun Bullets as possible. Also, perform any possible upgrades to the Cerberus Relief and Power Booster items. When y 
drop onto the rocky ground outside the building and head northwest to the large clearing below the cliff and jump down. 
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Nero is simply feeling Vincent out at this point and is not completely committed to dancing with him just yet. That being 
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From the moment the battle starts to the second Nero is defeated, it’s important to stay on the run. Keep the Cerberus 
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eee UC RO UM CCRC RUC em Un 
ae 4 hear Nero grunting, stop firing at once. He will start to turn purple and 
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Pe eee Vincent and land close enough to perform the wing slash attack. If not, then 
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Once Nero has been reduced to just 40% of his total HP he will fly high into the sky and begin to surround himself with 
a purple cloud. Stop running when this occurs, but continue to fire at him. Watch for two purple orbs to home in on 
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takes. Nero will descend to the ground after launching this attack, so finish him! 


Unless you're having a particularly difficult time staying alive and are constantly running out of HP 
UM SCT CR OM RCS NC LC RUMOR CUCM ICRI 
ORR ROMO MCA M SMC em RSTO ACAI 
CLR CRI OLMR RO MOC ISR CMU R ICRC 


SHINRA’S DARK SECRET WRAP-UP 


ioe 
es 


oe 


cy 
i) 
B 

ie) 
a 
r 
= 
= 
ie) 
i= 
7 
a 
a 
A 
al 
ir) 
a 
> 
= 





 \ BEGINNINGS 


Vincent was able to retrieve Shelke from within Nero and, together with Yuffie’s help, was able to help get herthe 


mako she needs to survive. As Shelke is in the stasis chamber, more of the link between her, Lucrecia, and Vincente 


father becomes clearer. Vincent never heard why Lucrecia kept saying she was so sorry, but he thinks he finally 
i knows... 
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to use too many items as they look to battle the formidable DG Elites face to face. Aside from having too high of an Items Used tally, the other tricky aspect of this chapter can 
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Shoot the explosive barrel to 
the right and approach the 
stairs. Two DG Elites take cover 


behind the pipe to the north and 


open fire on Vincent as soon as 


he reaches the steps. The pipe 





provides the DG Elites with 
enough cover to protect them 
[Al from Materia Shots, but there are other options. First, take out the 
Hydra and try detonating the explosive barrel that is on its side 
atop the large tank behind the DG Elites. If this doesn’t work, use 
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“make Stire Vincent doesn f take any damage, use the Galian Beast 


to detonate the barrel! 
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Again, use a Limit Breaker at this point (see map) and begin leaping 
straight into the air and pressing the R1 button to fire the Galian 
Beast’s homing projectiles at the DG Elites atop the pipes. There are 
two DG Elites and a Gargoyle guarding the path straight ahead to 
the Mako Point and a DG Soldier to the right. Stay back from the 
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enemies and use the Galian Beast to clear out the path ahead. 
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\ Gargoyles have infested the inner workings of Mako Reactor Zero and it’s up to Vincenti 
clear them out. This is the first of three similar missions, but this one involves the fewe! 
Gargolyes. 
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aN Ua MISSION NOTE 


















Although this mission isjreally about exterminating Gargoyles, there is also a DG Sniper on a distant 
catwalk. For this reason, immediately run down the stairs to the right and position Vincent behind the 
large red pipe near the Mako Point. You can still shoot the Gargoyles from this vantage point, but 
the DG Sniper's bullets can’t reach Vincent. After defeating the Gargoyles, return to the starting 


— 
point, crouch down, and take out the DG Sniper to the northeast. FE acne 
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MEMORY CAPSULE #76 
Descend the ladder on th 
south when you reach tl 


eC la ic an tha flanr | 
apsuie is on the tioor 








Although the main route through 
this area leads down the ladder 
iin and jump past the Red Saucers and push forward to the east. near the raised platform, head to 


sten for the sounds of the DG Elites up ahead and immediately the northeast corner of the area 


a Limit Breaker. Take out the DG Elite in the alcove on the and shoot the two Bizarre Bugs off 


the pipes. Descend after them and 
finish them off to gain plenty of gil. 


, then turn your attention to those straight ahead. Target the 
plosive barrel on the pipe to their left for some added firepower, 


m push forward and finish off the survivors with melee attacks. 





key to completing this skirmish without taking much damage 
get on top of the Heavy Armored Soldier B before he has a ei ld 
nce to fire his bazooka. BATTLE \\ ee 
rae QUANTITY 

Bizarre Bug 





Collect the nine briefcases full of 100 gil each and slowly approach 
the Mako Point. The moment Vincent reaches the Mako Point, four 
Bizarre Bugs fall from the ceiling in a sick insect shower. Double 
jump backwards and fire a Thunder Materia shot at them. 
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Time for another battle against the Gargoyles. This time, however, there is no pesky Dé 
Sniper around. Also, there’s a gun turret for those who don’t mind risking a dip in thei 


Accuracy Rate. 


MISSION 
2-1 | 


=< Gargoyles 3 3 Gargoyles 
= 


The height of the handrail on the . i 
catwalk can make it difficult to jo, 
shoot the Gargoyles, as they fly 
by at roughly the same height as 
Vincent. Spend a moment near the 
entry point to see if you can kill 

~ any of the Gargoyles without too 
many errant shots. When this gets 
difficult, run to the gun turret’s 
location but don’t use it! Instead, 
just stand behind it and use the gap 
in the railing and the lower height 


on this section of walkway to get , om 
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some clean shots at the Gargoyles Puente 
with the Cerberus. 
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\ You've reached the area where Cait Sith had to sneak past the DG Soldiers. This means Vincent 
is getting close to reaching the core! If only there were just a couple of DG Soldiers to get past 
this time! The central pillar is ringed with some of the baddest boys in the Deepground army. 








m the starting point, use the Cerberus or Hydra to target the enormous stack of crates and explosive 
on top of the central pillar. Many of the barrels will fail to explode and, instead, fall onto the 


form where the enemies are standing. 






Move forward while firing at the 

barrels to detonate them right 

on top of the enemies. This is a 

great way to complete the mission quickly and without much risk for 
danger. Not to mention it builds up an impressive Killchain in no time 
at all! Use the Cerberus from the pillar to the east to finish off any 
stragglers, but keep an eye out for the Red Saucer that will originate 
from where Cait Sith entered this section. Note that a lone Red Saucer 





will continue to appear as long as you remain in the room. 
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\ This is the final mission against the Gargoyles and this time there are nine of them to 
eliminate. Although it’s not necessary, this is a good mission to consider using the gun tt 


as long as you only pull the trigger when there’s a Gargoyle in your sights. 


e nine Gargoyles inl fly together in a circular pattern around the large sphere in the center of the area. Use the Hydra to shoot th 
Gargoyles as they approach from the right, then switch to the Cerberus and stand on the stairs to see over the handrail better. Just listen 
for the sounds of their sonic attack and quickly sidestep their attack to stay healthy. Move back and forth between the starting point and 


the staircase and, if necessary, make a dash for the gun turret in the middle of the walkway. 
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ADG Elite attacks Vincent at close range on the east side of the room while a DG Soldier struggles to push 
agun turret into place from the west. Conserve MP and Limit Breakers and attack the DG Elite with melee 
tombos. Equip the Power Cross for an added boost to Vincent’s blows and constantly tap the Circle button 
tach time the DG Elite stands back up. 










ea Use the Cardkey to lower the barricade and immediately shoulder the 
a ae | U 

Hydra and take cover just south of the corner in the walkway. There is little opportunity to snipe the DG 
Soldier before he hops into the gun turret, so it’s best not to try. Instead, take cover and wait for the DG 


Soldier to temporarily stop firing. Lean out from behind cover and put a couple of bullets into his head. 


Mounting the gun turret causes the barricades in the room to rise and 
two Heavy Armored Soldier B units to appear. You must defeat these 
enemies to retrieve the Cardkey they carry and then proceed. Hop into 
the gun turret and open fire on the pair of lumbering giants as they come 
into view. Fire whenever the reticule is red and watch to see when they 


fall and when they stand back up. 
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AY DG Elite Prerr reser . 3 


"Bizarre Bug 2 





Open the door to this area and 
launch two Fire Materia Shots 
at the three DG Elites standing 
on the other side. Continue 
through the door and shoot the 
two Bizare Bugs down from the 
ventilation duct near the ceiling. 
It’s better to trigger their fall 
intentionally, than to have them 


drop on top of Vincent! 





The Mako Point in the previous hallway was a lifesaver! This 
corridor contains a mesh walkway directly overhead and a group of 
DG Elites are shooting an endless stream of bullets straight down 
at the floor below. The best way to pass is to use Thunder Materia 
or a Limit Breaker) and zap the DG Elites from below. Although 
Vincent can destroy all four of the DG Elites, it will likely cost a 
lot of MP to do so. Instead, fire enough Thunder Materia shots to 
create an opening in their machine gun fire and make a swift run 
for the other side! 
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Enter the next room to get the Bizarre Bugs’ attention and 
backpedal through the narrow entryway while firing the Griffon. 
The Bizarre Bugs can only squeeze through the doorway one at 
a time, which makes it very easy to keep them at bay. Whenever 
the gun needs reloading, step forward and hit them with a melee 
combo. If Vincent gets surrounded by Bizarre Bugs, a quick double 


jump and Thunder Materia blast will see him out of trouble. 
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Bizarre Bug 2 


Gather up the mako available 

in this room and use Thunder 
Materia shots or a Limit Breaker 
to knock down the DG Elites from 
the pipes overhead. Although 
they will continue to employ their 
magical shields on the floor of the 
room, unleash a series of melee 


attacks to finish them. 


The doors on the second level of this room will continue to open 
and allow more DG Elites to enter (usually just two at a time) 
the entire time that Vincents in thisoom. How long you stay 
depends on how badly you want the Memory Capsule and 

G Report that are located here. 


The final G Report diskette is located atop a pipe in the northwest corer of this ro 
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large pipe running the length of the eastern 

side of the room. Tiptoe across the smaller 

pipe to the western side of the room and 
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Stay tuned. . 
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is primed for an attack and this time it’s smarter! Not only does its pilot 
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TCR 
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altitude, thereby giving Vincent an opportunity to fire at it. Use the 
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isin your sights. Aim for the nose cone for Critical Hits, but most of all, 
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Watch as the Dragonfly PT drops off a Red Saucer and Gargoyles start to fly by overhead. The Red Saucer is MUR — 
Se LLCS ML MOM ICR ER Ccm Tht Ce EVO RC AL pz 

fly along the outer edge of the area, they will dive-bomb Vincent on occasion. That said, TCO MCMR TOR ITS : 
bridge and finish them off. This will yield occasional items, as well as an extra Mako Point. 
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a ae | “~ structure. The Dragonfly PT isn't just hiding over there, though; it will eee 
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a a b 3 while remaining out of reach. Listen for the incoming sounds of the missiles 
and step behind one of the taller pillars on the side of the bridge for cover. * 
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fo empty a magazine on it with the Griffon each time it comes near, you'll win. 
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SNIPE THE GARGOYLE = a 





Enter the corridor leading to the Mako Reactor Core and rush 
after the lone DG Elite. Have a blast of Thunder Materia ready as 
Vincent will soon approach four more DG Elites. Use the shop and 


prepare for battle! 
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Handgun Bullets 
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Throughout entire battle. 
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Nero is back and now that he knows a bit more 
MACUL R OME MC ROR TINT 
battle for Weiss. Nero transforms into a giant spider- 
like creature that hangs upside down from a giant 
rock. You can use a half-circle of tilted and cracked 
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Arachnero 
Pr var Tr) z. 


POR SUN m ERT MILT 
upside-down behind a protective magical shield that 
CN LLU e CLR EMIRATE CS ~ 
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a small orb. This is their preparation to fire a deadly 
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Arachnero 


The intensity of the fireball attack 
TRS RM CSR Te ea 
Arachnero draws more protective prisms 
TOURIST er Te 
RR am CMR 
and destroying the prisms as they turn 
TOR e CR UR M CR ACC 
destroyed, focus on shooting Arachnero until the shield breaks. This battle will end prematurely 
once Arachnero is reduced to 40% of his total HP. You can even shatter the boss's protective 
shield without having to destroy all of the soul lasers. Try using a powered-up Cerberus 
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After destroying the first batch of soul orbs, Vincent will have a chance to target the very top of Arachnero, where ee’ 
he is connected with the giant rock in the sky. Continue to fire at him while dodging fireballs. If you work quickly, 
he can shatter the protective shield and actually inflict some damage. 
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Nero has changed forms back to his normal self, having flown high into the air to a series of floating boulders. There is nowhere for Vincent to go, but to step left and 
right on his personal rock perch. Vincent cannot jump to other rock ledges. 


Gorgonero spends the entire battle disappearing and reappearing as a black cloud on any of the rock boulders in the sky. Scan the area for his reappearance and fix 
sights of the Hydra or Cerberus on his location. Although Gorgonero will immediately fire his machine guns at Vincent when he emerges from the cloud, it’s imperative 
shoot back. There is plenty of time to land one shot with the Hydra and it will do significant damage. As for Gorgonero’s machine guns, just ignore them. The shots do 
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Gorgonero sticks mostly to the rocky ledges, but he will occasionally reappear next to Vincent. This is the best-case scenaric 
TA CRC ROMER ORM TCR Mee UMC RMU C RCT 
attacks! Just make sure to start the combination quickly, or else Gorgonero will attack with his spinning wing slash. 
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ns The large core interior of Mako Reactor Zero affords plenty of room to outmaneuver Weiss the Empowered, and also several tanks to hide behind. There is a shop in 
corner of the arena, if the need comes into play. 
re ' 
ay Weiss the Empowered begins the battle by relying solely on his machine guns and the occasional sword slash. Try to keep a safe distance from Weiss and quickly dame 
a him with repeated shots from the Cerberus. Weiss will frequently stop moving and begin twirling his swords in the air. Don't shoot him at this time, as he'll block the 





bullets. Instead, watch him closely as this sword twirl is a precursor to an upcoming attack. Whether it is machine gun fire or a zigzag rush with his sword, Weiss will 
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You will spend much of this battle on the run, forever circle-strafing around Weiss and keeping him as far away as 
possible. Eventually, Weiss will add a new attack to his battle plans. Watch for him to twirl his swords, then quickly slash at 
an angle downward with each sword. This causes two very quick energy blades to streak across the floor in a straight line 
toward Vincent. Stay in one place just long enough to see Weiss’s arm motion, then quickly double jump to avoid it. 
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Weiss will eventually leap to the center of the core and use the powers flowing through the Mako Reactor —— ar a | 
to attack with a series of homing energy projectiles. Move to one side of the arena as soon as he leaps to cali. Al. Me 
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appear, start running to the side and double jump back in the direction from where you were standing to 
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Much of the battle consists of Vincent Ye 
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leaping straight into the air and slamming 
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By far the most lethal of Weiss’s attacks occurs when he is starting to taste the sourness of defeat. He'll quickly 
COM UC Ce SS CMCC CMR TSUNA CCR ICHAT 
It becomes even more important to maintain a safe distance between Vincent and Weiss once Weiss is below 
25% of his HP. 
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This hovering, four-petal flower bud opens up and fires a 
powerful laser that can track after Vincent as he moves, 


Fortunately, it’s not very fast and cannot aim directly 
beneath itself. 





ite TTT 


Fires projectiles while hovering just above the ground. It 
will suddenly appear out of thin air and attempt to capture 
Vincent in its leaves at a close range. 
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Vincent begins on a lengthy narrow pathway high in the sky. Use 
the Death Penalty to blast the Omega Buds as soon as they appear 
and proceed to the metal sheeting. An Omega Leaf appears at the 
top of the rise, so be ready to fire at it right away. Collect the Elixir 
on the right and continue down to the large concrete tube where 


there will be more Omega Leaves waiting. 
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After reaching the structure in 
Es Omega Bud a 4 3 the sky, head to the west and 


Omega Leaf De me if 2 | immediately move toward the 


handrail. Two Omega Leaves will 


Slowly approach the large, cracked appear at close range, but this 


i he 2 : ; 
Bipe to draw the Omega Bilds out location prevents Vincent from 


of hiding. Stand back and shoot being surrounded by them: 
each enemy atop the pipe with 
the Death Penalty weapon. A 
pair of Omega Leaves will appear 


after the Omega Buds have been 






destroyed, so don’t go anywhere 
just yet. After defeating them, continue past the pipe and drop into 
the tunnel on the far side. 
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Exit the tunnel via the hole to the right and climb the wreckage to 


fire at the two Omega Leaves tot 













south. Proceed around the corne 
while looking through the fence 
for enemies, as well as the locatio 














of the Omega Report diskette. 
continue to the south. Shoot the Omega Leaves upon exiting the Loop around to the clearing and 
tunnel and travel back up onto the main path in the center. Killchain the Omega Buds floating about the area. Collect the Om 


Report and then head toward the staircase on the right. 
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Omega Leaf 4 


limb the stairs to the upper walkway and cut down the four 
Omega Leaves located there. Cross the bridge toward the water 
tower and loop in a clockwise direction past the stairs to get the 


inal Omega Report. 
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Mimb the stairs to the helipad and immediately begin circle- 
srafiny around the perimeter while firing at the Omega Buds. 
Mere are a dozen of them and they'll open their petals 

ing fairly quickly so don’t delay. Those looking to get an ‘ 

and need to use some magic should consider firing a Level 3 


funder Materia Shot. 
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TUNNEL FLYING 


BREAK ON THROUGH 


THE UPWARD SPIRAL 


A SHORT WALK 


OMEGA AND CHAOS WRAP-UP 


You won't receive a Stage Results screen at the conclusion of this 
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takes to earn an S-rank in Damage Sustained in this chapter? If so, 
the rest will come easy. 
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Accuracy Rate 
Damage Sustained 
Critical Hits 
Killchains 

tems Used 

Magic Casted 
Mako Collected 


>80 
>70% 
<50 
>20 
>20 
<2 
>5 
N/A 
0 
<15:00 


79-50 49-30 
69%-60% 59%-50% 
51-100 101-1000 

19-10 9-5 

19-15 14-10 


15:01-20:00 _20:01-30:00 





29-20 
49%-30% 
1001-2000 
4-| 
9-5 
78 





30:01-50:00 










m-.) 
: . FRAME M Cerberus Y $ Hydra Death Penalty 
5 PA 
4 3 BARRE! Master N Barrel Master N Barrel N/A 
=) 
Md a 
— = ORTON Power Booster 3 lower Booster 8 N/A 
- a AGGESSORY Cerberus Relief 8 Cerberus Relief (3 Cerberus Relief 8 N/A 
aa - BULLETS Handgun Bullets Rifle Bullets Machine Gun Bullets Death Penalty Bullets 






: 


BP AE Bit: 





= 





2 








Vincent must destroy the six Crystal Feelers protruding from the clear 
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gunfire causes no damage to it. 
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Like the previous battle, the Omega Cocoon has no defenses other than its Omega Buds. The difference this time is that semi-transparent blocks rise and fall from the 
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There are more Omega Buds in this area and Vincent's movement range is limited, but this battle is a bit easier. Continue to circle around the Omega Cocoon while fi 
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The Omega Buds waste no time in firing at Vincent, so shoot a Death Penalty shot whenever an Omega Bud enters Vincent's field of vision. Otherwise, Ree) 
strafing around the periphery of the area while firing at the Omega Cocoon. The battle ends when the Omega Cocoon has approximately 20% of its total HP. 
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Omega Weiss has three main stages to his attacks, which become increasingly more deadly as the battle goes on. This is ee 
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of 2,000 to 3,000 HP! Run in a wide circular pattern while firing Death Penalty Bullets at him as fast as possible. 
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Omega Weiss will also slam one of his giant hands down on the ground. — ae ——_— 


Although this will cause a ton of damage if the hand hits Vincent, the 
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One of the Omega Weiss's more unexpected attacks involves the creation of a series of cubes that float in the air. When 
they appear, start shooting them as they will later careen across the arena toward Vincent, causing moderate damage. It’s 
important to shoot the cubes quickly because Weiss is on his way for a ground attack! Yes, that Weiss! 
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he will unleash once he’s low on HP. Watch for him to fly into the sky 
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his massive fireball attack. The molten sphere will fly across the arena 
and erupt in a gigantic explosion that can deliver up fo 2,000 HP worth 
of damage to Vincent if he’s near it. Vincent can run to the right side 

of the map and jump onto one of the rising blue blocks. Stay as far as 
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unscathed. 
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Neiss leaps from his throne in the chest of Omega Weiss and attacks o 
with his two swords. At this stage, it’s best to fire round after round at 
ghostly Weiss. The ghostly form only remains outside of Omega Weis 

CML CRMC ARTUR LOLA TC 
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Weiss. This is why it’s important to eliminate the blue floating cubes as 
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screen that says “The End”. 


A FINALE CHAOTIC WRAP-UP 


Cumulative Ranking 
RRS LOTR GRR Re ater oew jerdd! 


Targets Eliminated >1280 1279-1090 1089-847 846-595 <585 
Accuracy Rate >67% 66%-57% 56%-46% 45%-29% <29% 
Damage Sustained <65,560 65,561-83,100  83,101-105,300 105,301-129,500 — >129,500 
Critical Hits >725 724-568 567-419 418-262 <262 
Killchains >790 789-645 644-490 489-310 <310 
tems Used <%6 97-163 164-233 234-303 >303 
Magic Casted >103 102-77 76-51 50-27 <2] 
Mako Collected >91% 90%-70% 69%-50% 49%-30% 30% 
Times KO'd 0 1-13 14-26 27-39 >39 
Completion Time <6:31:20 —6:31:21-7:54:30  7:54:31-9:43:20 9:43:21-11:55:00— >11:55:01 












Scattered throughout the main story mode of Dirge of Cerberus: FINAL FANTASY VII are 82 
Memory Capsules. These multi-colored capsules are located in areas that Vincent cannot access 
physically—atop distant buildings, behind windows, in canyons, etc.,—but he can shoot them. 
The game will automatically save when you shoot particular Memory Capsule for later. Once you 
complete the game, head to the “Event Viewer” area of the Extra Features Menu and watch each 
of the cinematics you unlocked. Each of the hundred-plus cinematics in the game’s story mode 
can be unlocked by shooting its corresponding Memory Capsule. 
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The first of the Memory Capsules is located on the rooftop with the white stone chimneys in 
the center of the area. It can be shot from atop the northern wall while facing due south into 
the center of the area. 
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KALM 2 


This Memory Capsule is located behind a window on the second floor of a house across the 
sheet from the Mako Pool. It is behind the window just above the door of the second house 
before street angles to the northeast. 
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Ud) KALM 2, NORTH 


Stand northeast side of the fountain and look between the gap between the wall of the 
fountain and the upper edge. The Memory Capsule can be seen sticking out of the water. If 
you're having trouble seeing it, try standing on the nearby barrel. 
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Head northwest away from the fountain to the barricade up ahead. After being prompted 
concerning the Cardkey mission, turn and shoot the Memory Capsule atop the wooden 
scaffolding high up on the nearby building to the south. 


Stand on the Mako Point at the base of the stairs and look beyond the crates and barrels 
to find another Memory Capsule. Shoot it before moving on. 


After talking with the WRO member, turn and face the northeast. The Memory Capsule is 
atop the platform above the building. It’s near the guardrail and visible from the street where 
the Griffon is found. 


KALM 3, EAST 


The Memory Capsule is beyond the fire burning in the alley leading north, near the two 
electromagnetic barricades. This is the fiery area directly opposite the chainlink fence where 
the third Cardkey is located. 


KALM 3, EAST 


Leap to the ledge near the Mako Point where Vincent battled the sniping DG Soldiers and 
approach the briefcase to the south. The Memory Capsule is atop the roof of the building to 
the west. 
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WASTELAND 2 











Peer over the edge near the ruined bridge and look in the water at the base of the 
woterfall to find the Memory Capsule. Shooting this particular Memory Capsule requires 
| thot you equip the Long Barrel for accuracy. 
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Coss the barren plain where the Shadowfox crashanded to the northeast and look across 
the norrow chasm to the other rock ledge. The Memory Capsule is straight ahead and only a 
| short distance out of reach. 


EVENT UNLOCKED 
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The final Memory Capsule in this chapter is located underneath the Shadowfox. Carefully 
F cicle oround the truck to the front and look underneath the fuel tank to find it. 





EVENT UNLOCKED 
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While on the upper walkway around the perimeter of the plaza, turn and look back to the 
east beyond the buildings. The Memory Capsule is atop a distant building beyond a visible 
Moko Point. 


‘EVENT UNLOCKED 
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This Memory Capsule is atop the large structure in the center of the plaza. Shoot it from the 
Upper walkway where Vincent first steps outside with the boy. 


EVENT UNLOCKED 











EDGE 3 


Climb the ladder to the upper portion of the walkway while following the boy counter- 
clockwise around the plaza perimeter. Just beyond this ladder, turn and look to the north to 
find the Memory Capsule on a distant ledge. 
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EDGE 4, NORTH SIDE 
Stand underneath the fire escape where the DG Sniper was located and look back to the 


northwest. The Memory Capsule is on top of the second floor beams in the corner of the 
building. 


GET 


EDGE 4, NORTH SID 


At the end of the road leading south, turn and approach the chain-link fence blocking the road 
to the east. The Memory Capsule is on the ground beyond the fence. 


Gor. 


ry 
EDGE 4, SOUTH SIDE 
Shoot the fourteenth DG Sniper and continue to aim from the elevated walkway at the area 


beyond the fencing. The Memory Capsule is on the ground to the right of the large container 
in the middle of the fenced-off area. 
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EDGE 4, SOUTH SIDE 


Open the door to the warehouse and slowly step inside a half-step. This creates an opportunity to 
shoot the Memory Capsule in the back righthand corner of the warehouse rafters before beginning 
the boss battle. 


GIT. 
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WRO HEADQUARTERS, IF 


Move to the northern edge of the first floor lobby near the lift and use the Hydra and Sniper 
Scope to shoot the Memory Capsule near the glass skylights high above. The Memory Copsule 
is ot the southern end of the room. 
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This Memory Copsule is in the northwest corner of the basement, located near the ceiling to 
the right of the three pipes, 
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Stand next to the final two WRO members and look to the ceiling southwest of their position. 
The Memory Capsule is on the large pipe, just below the ceiling. 
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WRO HEADQUARTERS. BASEMENT 1 


Toke a few steps past the final barricade in the basement and turn around. The Memory 
Copsule is on the pipe on the north side of the hallway. 


FEIT. 
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At the entry point in the sewers, turn around to face the north. The Memory Capsule is 
beyond the grate just above the water's surface. 
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Stand on the Mako Point near the ladder and look to the north. The Memory Capsule is on 
the large pipe near the ceiling. Shoot it through the gap between the two pipes. 
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NIBELHEIM SEWERS 3 


Stand in the center of the area where the Sahagin sprung their trap with the two barricades 
and look up and to the east. The Memory Capsule is high above the ground, in the shaft rising 
up between the pipes. Step back to the west and aim under it to hit it 












Duck underneath the garage door near the elevator and look to the ledge on the right. 
The Memory Capsule is atop a crate where the DG Soldiers appear. 







Enter the room to the east of the library and look underneath the toppled bookcase on the 
left. The Memory Capsule is propped up underneath the bottom of the bookshelf. 



















SHINRA MANOR BASEMENT 1 








The Memory Capsule is in the ceiling ventilation directly to the left of the shelves on which the 
DG Soldier was perched. 





GET. 
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Stand on the table near the window in the northeast corner of the second floor and look 
through the window. The Memory Capsule is on the ground outside the window. 
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While in the large entrance room of the Manor, look straight up at the shattered dome 
Skylight high above the floor. The Memory Capsule is on the edge of the broken skylight; 
Shoot it with the Hydra. 
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Follow the stream to the west past the crashed transport truck to where the fallen logs are 
located. The Memory Capsule is in the water, just beyond the logs. 
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This Memory Capsule is on the rock ledge on the inside of the bend in the southeast corner of 
the area. Wade across the small pond to get a close shot at it. 
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Stond near the ladder and look directly south. The Memory Capsule is on top of the tallest “Se ea 
rock spite above the tents. mt 
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Stond near the rusty barrels on the west side of the bridge entrance, just north of the 
gun turret. Use the Hydra to snipe the Memory Capsule near the base of the bridge support in 
the distance. You must aim through the tree and downwards at a low angle to hit it. 
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This Memory Capsule is on the southern side of the western bridge tower. Stand near the 
parked transport truck on the southern edge of the bridge and look for the Memory Capsule 
just below the red light. 










Stand alongside the WRO members and look back to the south. This Memory Capsule is 
just below the red light on the eastern tower, directly south of Vincent's current position. 
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Exit the second maintenance corridor and move to the eastern side of the bridge, where it 
sticks out further than the rest. Look back to the south and use the Sniper Scope to find the 
Memory Capsule on the ledge on the hillside across the river. 









This Memory Capsule is on one of the small waterfalls on the western side of the plaza. 
Stand between the large machinery nearest the staircase and look atop the ledge in the 
waterfalls, 






WRO HEADQUARTERS ENTRANCE 1 a 


Stand near the machinery to the right of the large staircase and face the WRO 
Headquarters building to the north. The Memory Capsule is atop the roof, next to 
the search light. 


GET. 
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WRO HEADQUARTERS 


Stand near the rubble where the Heavy Armored Soldier B was located and look north. The 
Memory Capsule is atop what was previously one of the supports for the upper walkway. 


GET 
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TRAIN GRAVEYARD 1 


This Memory Capsule is directly west of the lone WRO member who Vincent found 
cowering behind the crate. The Memory Capsule is on the ground between the containers. 







SEIT. 









TRAIN GRAVEYARD 2 


After shooting all of the Red Saucers near the barricaded door, stand next to the barricade 
and look due west. The Memory Capsule is on the side of the containers in a small gap 
between them and the building. 
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Exit the office with the shop and use the Hydra to snipe the Memory Capsule on the 
northeast corner of the tower where the Snipers are located. 


SEIT. 
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TRAIN GRAVEYARD 2 


Squat down on the northern side of the train car that Vincent can run through and look 
for the Memory Capsule underneath it. It is underneath the middle of the train car, 
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Face the water tower from where the first two WRO members were located and look on 
the flatbed train car. The Memory Capsule is on this train car, underneath the passenger car 
heaped on top of it. It’s just to the right of the barrels. 


SIT 
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TRAIN GRAVE 


The Memory Capsule is on top of the peak of the building at the northern end of the rail 
yard. It’s the taller of the buildings on this side of the area. 
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TRAIN GRAVEYARD 3 me 






Walk up to the wall east of the water tower and use the Sniper Scope to spot the Memory 
Capsule on the southern edge of the tower. 
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TRAIN GRAVEYARD 3 ——— 







Stand near the northern exit to the train garage building and look directly south. 
The Memory Capsule is atop one of the ceiling catwalks, high above the train car. 







Approach the flaming container car and look underneath it. The Memory Capsule is behind 
the barrels beneath the center of the flaming train car. 
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TRAIN GRAVEYARD 6 


Turn around at the entry point of this area and face directly south. The Memory Capsule is 
atop the rafters far off in the distance. 


GET 
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Crouch down partly into the doorway leading to the office and look underneath the derailed train 
car outside the office. Snipe the Memory Capsule between the brick wall and the train car. 







The Memory Copsule is on the balcony in the southwest comer of the room. You can shoot 
it from the northern side of the large generator in the middle of the room. 








Board the elevator at the northern end of the floor and ride it upwards. Turn away from the 
lift control buttons and aim the Cerberus at the wall on the other side. The Memory Capsule is 
sitting atop the third white light inside the elevator shaft. Continue riding the elevator up and 
down until you successfully shoot it. 
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Enter the large area to the south, where the boss fight is located, and immediately walk to 
the right and equip the Hydra. Use it to snipe the Memory Capsule atop the metal structure in 
the southwest corner of the area. Do this before approaching Rosso. 
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Stand outside the windows to the left of the main entrance and use the Hydra to snipe the 
Memory Capsule on the floor inside the lefthand room. Shoot between the window frames to hit it. 
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VILDING RUINS 2 









Climb to the third floor of the ruined lobby and use the Hydra to snipe the Memory Capsule 
on the balcony across the area to the southeast. 
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SHINRA BUILDING RUINS 6 


Face the machinery behind the chainlink fence and locate the Memory Capsule on the 
right-hand side. It’s on the floor near the pipe in the corner. 
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Eliminate the Shrikes on the bridge, then turn to the north and use the Hydra to 
snipe the distant Memory Capsule. It’s on the other sky bridge, off in the distance. 
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SHINRA FACILITIES, RESEARCH AREA 







Shoot the DG Soldiers while on the second elevator and turn to face the northwest corner 
of the area. The floor below the one with the DG Soldiers contains the Memory Capsule; try 
to shoot it while passing by on the elevator. 









From the starting point, take a few steps forward and turn to the left. The Memory 
Capsule is on a green beam in the distance. 
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DEEPGROUND OUTER WALL 1 






Stand on the northeast corner of the platform and snipe the Memory Capsule on the end 
of the taller structure off in the distance. 






EEPGROUND Ol ITER WALL INTERIOR 1 






H Stond on the platform at the entrance and face due east. The Memory Capsule is for off 
in the distance on the floor. 









Approach the exit on the western side of the area and face directly south. Crouch down to get 
a.clean shot through the railing and shoot the Memory Capsule on the ground below. 
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This Memory Capsule is high on the wall in the northeast corner of the room. It’s directly 
beneath one of the rust-colored pipes extruding from the wall. 
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DEEPGROUND OUTER WALL, INTERIOR 5 





Step through the door and immediately stop. Ignore the gunfire ripping through the ceiling and tum 
fo the right. A Memory Capsule is behind the fence right next to Vincent's entry point! 












DEEPGROUND 





Exit the monorail car and walk alongside the track to the west. There is a Memory Capsule 
underneath the track near the station exit. 
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Walk onto the western ledge near the starting point of this area and shoot the Memory 
Capsule on the distant rooftop. 


Start heading east from the starting point, pause halfway, and crouch down. There is a 
Memory Capsule underneath the rooftop cistern on the house nearest your position. 


DEEPGROUND RUINS 1, EAST 


Head north along the eastern walkway and stop halfway to the building in the distance. 
Turn and look out over the town below and shoot the Memory Capsule on the roof all the 
way to the west. 


DEEPGROUND RUINS 1, W 


Stand on the bridge near the building to the west overlooking the pit where Vincent fought 
the Guard Hounds. From here, snipe the Memory Capsule behind the chimney on the rooftop 
to the northeast. 


Approach the barricade where the two Heavy Armored Soldier B units appeared and turn to 
the north (right). The Memory Capsule is just out of reach in the narrow alley between the 
two buildings. 


Step onto the debris near the large gate and shoot the Memory Capsule in the water 
beyond the bars to the south. 


GET 
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Climb the stairs to the bridge and approach the railing to the north. The Memory Capsule is 
on a piece of debris sticking out of the river. 


ETT. 
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Cross the courtyard to where it overlooks the ruins below in the canyon and look to the 
northwest at the crumbling bridge. The Memory Capsule is just to the right of the sliver of 
daylight shining through underneath the bridge. 


Approach the railing near the Mako Point and use the Hydra to snipe the Memory Capsule 
high on the ring inside the reactor. 
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Descend the ladder on the raised platform and turn to the south once at the base of the 
stoirs. The Memory Capsule is on the floor below, between the large pipes. 
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The Memory Capsule is behind a screen in the center of the room where the DG Soldier 
pushed the gun turret into place. You can shoot it from almost anywhere in the room. 
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MAKO REACTOR ZERO 7 


Defeat the group of Bizarre Bugs and look for the Memory Capsule above the mesh ceiling. 
It’s behind the pipe on the western side of the room. 


GOTT 
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MAKO REACTOR ZERO 7 


Ride the platform upwards while facing south and look inside the ventilation shaft on the 
generator below. It’s a tricky shot due to the spinning platform and shallow angle, but you 
must shoot it from above this platform. 









MAKO REACTOR ZERO 7 


The Memory Capsule is directly above the briefcases in the corridor following the room 
with the large piston rising up and down. 
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Drop into the tunnel and turn back to the north. The Memory Capsule is in the northern 
section of tunnel that Vincent can’t jump into; use the Hydra to snipe it. 
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This Memory Capsule only appears after completing the game with all three G Report files. 
Stand on the edge of the tunnel, right before the hole where Vincent would drop into it and 
snipe the Memory Capsule floating in the sky to the southeast. It’s just to the right of the 
small floating pieces of diamond-shaped rocks. 


EVENT UNLOCKED 

















12:2 = A FINALE CHAOTIC 


There are no Memory Capsules in Chapter 12-2. 









EXTRA MISSIONS MEMORY CAPSULES 


Memory Capsules don’t exist solely in the story mode, but also in the Extra Mission mode as well. Nearly all of the 46 Extra Missions 
contain a Memory Capsule that, if destroyed, unlocks an item in the Extra Feature component of the game. Destroying these Memory 
Capsules unlocks sound clips, artwork, and even official game trailers. To find the Memory Capsules, refer to the in-game map grid and 
the following coordinates. Then destroy them and enjoy the bonus content! Note that Side Missions do not contain Memory Capsules. See 
the “Extra Missions” portion of the foldout poster for more information. You must destroy Green Memory Capsules with a Materia Shot. 
Ittakes explosive objects to destroy White Memory Capsules. Melee attacks are needed to destroy Red Memory Capsules. Lastly, it takes 


gunfire to destroy Yellow Memory Capsules. 
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| Cerberus Ill 10000 +40 -25 6 P Cerberus 
; Cerberus III 10000 -120 +15 S Cerberus 
| 3 Cerberus Ill 10000 -120 +5 +24 M Cerberus 
© 4 P Cerberus 17000 +5 +20 +20 P Cerberus Y 
| 4 — S§ Cerberus 17000 +15 S Cerberus ‘Y 
4M Cerberus 17000 +5 +5 +10 +10 +12 M Cerberus Y 
| 5 P Cerberus Y 26000 -120 +55 Powered Cerberus 
5S Cerberus Y 26000 -300 +15 Zero Cerberus 
| 5M Cerberus Y 26000 -180 +5 +24 Quantum Cerberus 


WT POW SPD | RNG LONG | MED SHORT) CAP PURCHASE) SELL TL I ECL EL RU a 








Notes: = hgh senlael handgun frame has been fine-tuned to 
inflict maximum damage. 





WT POW! SPD | RNG LONG | MED SHORT) CAP UPGRADE Nite WT |POW SPD | RNG LONG MED SHORT CAP UPGRADE SELL 










WT | POW! SPD | RNG LONG | MED |SHORT CAP | UPGRADE | SELL 
1540} 105} 80) 60.) 75 | 125 | 120 | 24 | 5000 | 5600 | 
















S CERBERUS. 


Notes: A significantly improved firing rate is one of the benefits of 
the upgraded S Cerberus. 






Notes: While pore with a smaller magazine, this high-powered 
handgun frame is designed for dealing sizable damage. 

















WT | POW SPD | RNG | LONG | MED | SHORT! CAP | UPGRADE | SELL WT_ POW! SPD RNG LONG MED SHORT CAP UPGRADE | SELL 
S40 | 145 | 55 | 60 | 75 | 125 | 120 | 18 | 10000 | 12600 MMM 420 | 105 | 10] 60) 75 | 125] 120 | 24 | 17000 | 24500 









mj ZERO. CERBERUS my M\CERBERUS,-);--- 


oe This ultra ropid-fir fire ha handgun boasts the highest firing rate we This handgun frome is equipped with an extremely large 
on the market. SES 


WT |POW SPD | RNG | LONG | MED | SHORT| CAP | UPGRADE A WT |POW SPD | RNG | LONG | MED |SHORT| CAP | UPGRADE | SELI 
200525 6 en 2 a 28000 700 ne re aaa S| 1S) the 17000 | 245i 


={ M,CERBERUS | 
A NR eo 


WT |POW| SPD RNG LONG | MED SHORT CAP | UPGRADE him WT |POW| SPD | RNG LONG MED SHORT) CAP | UPGRADE SEL 
420 | 110 | 80 | 60 75 | 125 | 120 | 48 10000 12600 240 | 120 | 80 | 60 80 | 135 | 130 | 84 26000 | 427 


Model Gun Evolution Flow 
irae GIL RNG rT MED | SHORT = SU ae 
hal er aM NERS eT vee cert nn 
2a eg dee ee ee 
ie ea Ultima Weapon | 


ny GOLD; MODEL,GUN 


nis {gaudy gold gun shat loks lke tt belongs in a dsc. 


WT |POW! SPD | RNG | HIGH | MED| LOW | CAP | PURCHASE SEI 
90 Fracginp se 5eTe rs 40 | 40 | 40 | 18 35000 | If 


q-( ULTIMA; WEAPON 






























Ue SN ne SE 
30_| 200 | 140 | 110 | 200 | 200 | 200 99 200000 | II 











HYDRA 


Hydra Evolution inte 





STAGE |MODEL 


~ 20 
| 2 tiydroll | 5000 
3 Hydra I 
iti Hydra 10000. 
PHyo 1700 
4 Sidra 170004240 
17000 

























2 Gigant Hydra 
Ra te et 
a Te 


SB AYDRS ill: y 


WT | POW) SPD | RNG | LONG | MED |SHORT| CAP PURCHASE, SELL | | ~WT POW! SPD | RNG | LONG | MED SHORT CAP | UPGRADE | SEL! 
1050 | 140 | 65 | 140 | 140 | 120 | 120 5 1000 700 1050 | 140 | 65 | 150 | 140 | 120 | 120 8 2000 | 210 
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mHYDRATII 
ales: sed firepower and improved accuracy are the benefits 


WT |POW| SPD | RNG | LONG | MED |SHORT| CAP | UPGRADE | SELL 


so] 160 | 65 | 150 | 150 | 125 | 125 | 8 | 5000 | 5600 | 


HYDRA 


WT |POW! SPD | RNG | LONG | MED |SHORT CAP | UPGRADE SELL 
| 55 160 | 145 | 140 L_5 1 10000 _[ 12600 





| a To further i increase firepower, the magazine of this rifle 
rome has been significantly reduced. 


ee Ths if Pi boasts a lighter body and a larger chamber 
capable of housing 16 rounds of ammunition. 


CU RC Ea 


Notes: Capable of 28 rounds of ammunition, this rifle 
frame boasts Tc fon the M Hydra. 


WT | POW! SPD | RNG | LONG | MED SHORT) CAP | UPGRADE | SELL 
| 570 | 165 | 55 | 170 | 150 | 125 | 125 | 28 | 17000 | 24500 | 


Tis Capable of aie 42 rounds of ammunition, this rifle 
frame is equipped with the largest chamber available. 


WT |POW SPD RNG | LONG MED | SHORT! CAP | UPGRADE | SELL COE OT Ea 
= I L170 | 80 | 170 | 150} 125 | 125 | 42 







| WI |POW! SPD | RNG | LONG | MED SHORT) CAP | UPGRADE | SELL 
71050 | 225 | 30 | 180 | 160 | 145 | 140 3 | 17000 | 24500 | 


~/GIGANT;HYDRA 


Notes: While remarkable power, this rifle frame's 
z iby rl 


i TLD CTS 
1050 | 280_| 1} 200 | 180 | 160 | 160 | 1 | 26000 | 42700 | 






Notes: Lowering the firepower of this rifle frame has allowed for an 
mprovement in its firing rate, as well as reducing its overall weight. 






GRIFFON 


STAGE |MODEL GIL CAP ___|RESULT 


| 1 I6rifon | 2000 
2 Griffon | 5000 
2 Griffon! 5000 
2 Griffon | 5000 
3 PGriffon | 10000 
3 SGriffon ___|__10000 
3 MGriffon___|__-10000 

4 PGriffonB | 17000 

4 SGriffong 17000 US eee 
4 IMGriffonB 17000. a a 
5 PGriffon'Y | 26000 Dueling Griffon 


4 Seal 26000 
5 _MGriffon Y 26000 210 T_T Ge 


nj S| GRIFFON: 


: Desi | ly firing large amounts of ammunition Notes: This machine gun features a lighter body and an improved 
in succession, this machine gun frame has a higher firing rate than firing rate. 


Ay 30 F WT POW SPD RNG LONG MED SHORT CAP UPGRADE SEII 
810 | 35 | 200 | 20 | 20 | 55 | 65 | 40 | 5000 | SéOr 


vf GRIFFON (II 4 SiGRIFFON;8 





es Alito poe ell os edi go ls heel wary i il eg 
/ i f f 


TALI LLCO ER Lua T Ree TAU MECC DER Lae ns) eee 
810 200 | 40 | 20 | 55 | 65 | 40 | 10000 | 1% 


wy S;GRIFFON;-Y 
Notes: This is a lighter version of the rapid-fire machine gun, 
S Griffon p. 


RR el) WT POW SPD RNG LONG MED SHORT CAP UPGRADE SEI 


510 | 35 | 200 | 40 | 20 | 55 | 65 | 40 | 17000 [25 


4 , ai i i e 
its UM A 1 


300_| 35 | 200 | 40 | 20 | 55 | 65 | 99 | 26000 [M2 


ws P;GRIFFON;7. (- 


os Improved accuracy is one of the benefits of the upgraded ret 3 Notes: This machine gun frame is equipped with a considerably 
P Griffon. \ Hts 


| large magazine capable of housing 50 rounds of ammunition. , 
AM ee ee te) 0) SY WT POW SPD RNG LONG MED SHORT CAP UPGRADE SI 


Pioso 60 13070 145] an | a0] 35 | 17000 | 24500 Ma 900 135] 50 | 70 To | ss 6s sos 
{DUELING GRIFFON 


r) o 
Notes: This high-powered machine gun frame has been tuned to 


WT POW SPD RNG LONG | MED SHORT) CAP | UPGRADE | SEL 














A 
f 


STARRY:GRIFFON 


Notes: This machine gun frame is equipped with an enormous 
magazine capable of housing 99 rounds of ammunition. 






tes: Tis machine gun frame is much lighter than the 
M Griffon p. 


WT | POW] SPD | RNG | LONG | MED |SHORT| CAP | UPGRADE | SELL 
510 | 45 | 150 | 20 | 35 | 









WT POW SPD | RNG | LONG | MED SHORT) CAP UPGRADE | SELL 
[ 300 | 50 | 150 | 20 | 35 | 65 | 75 | 9 


f 












Notes: ia ponunt shy edie Tuan he ngaed 
ee ee 


WT |POW SPD RNG LONG MED SHORT) CAP og its 











a 
Normal Barrel 1500 Normal Barrel II 
Normal Barrel II 4000 +20 Normal Barrel II! 
Normal Barrel Ill 8000 +15 Normal Barrel 8 
Normal Barrel 8 13500 - Normal Barrel ‘Y 
Normal Barrel Y 21000 - +95 +60 +70 Master N Barrel 


NORM NORMAL-BARREL- 
range accuracy. 


Notes: The improved firing rate of this mid-sized barrel makes it 
WT |POW SPD RNG LONG MED SHORT CAP | PURCHASE) SELL 


much more effective when used in situations with multiple targets. 
Notes: Addtional firepower hasbeen odd otis midsized bore. 


WT POW! SPD | RNG | LONG | MED | SHORT! CAP | UPGRADE | SELL 
eo ae 













TO 


10150 | 





ej NORMAL;BARREL-Y 


Notes: This mid-sized barre’ lighter body will not slow down is 
user. 


CCT 
| 360 | 80 | 105 | 85 | 65 | 100 | 90 : 


MASTER: N;BARREL 


Notes: The most balanced mid-sized attachment available, this 
barrel’s accuracy has been fine-tuned to perfection. 


WT |POW SPD RNG HIGH | MED LOW | CAP | UPGRADE | SELL 
| 360_| 75 | 105 | 85 | 160 | 160 | 160 | - | 21000 | 34300 | 








NORMAL BARREL III 


=" iacecsed range is one of the benefits of this upgraded 
rel. 


WT POW SPD | RNG | LONG | MED SHORT CAP UPGRADE SELL 
600 | 80 | 9 | 8 | 65 | 100} 90 | - | 4000 | 4550 | 





Co nen 
Notes: Wan expels wlghsNEsen Waal wl nos Wn 
defense of its user. 


UM Se CaS SS 
450 | 75 | 100 | 65 | 75 | |__100 i 


198 


LONG BARREL 


Long Barrel en Flow 

STAGE |MODEL WT at 9d Ua 
aa a ie 
12 Thong Borrell | 4000] |g |g 
eee ee 
| 4 Wong Borel | 13500 | tf ssa ong Barrel Y 
| 5 Stong Borel Y | 21000 TTT 

: ri 


ova L Barrel 


ert Wier tear neeinlnomers anil a RG 
mates , = upgraded long barrel. 


WT | POW) SPD | RNG LONG MED | SHORT CAP | PURCHASE) SELL WT | POW) SPD | RNG LONG | MED | SHORT) CAP | PURCHASE) SELL 
1650 | 70 | 80 | 150 | 130 | 60 20 : 1000 700 1200 | 90 | 80 | 160 | 200 | 100 80 : 8000 


Tim SLO eR LU UL aa 
1200 | 110 | 80 | 170 | 200 | 100 80 


NOVA;L BARREL 


ae This long borel boosts such along ronge that tis sold buts 
shot from it can reach the stars. 





WT POW SPD | RNG LONG MED SHORT CAP | PURCHASE) SELI 
1200 | 130_| 105 | 250 | 200 | 100 80 : 21000 | 34300 


4 
ail a SPD | RNG | LONG | MED SHORT) CAP | PURCHASE fu 





SHORT BARREL 


Short Barrel ee Flow 


aT Ti POW SPD RNG rT a a 
a 


2 Short Barrel tI 4000 pone pe gg op th bral il 
Ss Short Barrel Ill C0 salon ae PS oo we. sO cree ea Coe 


13500 et ee tn ee 
ES TAT AIDBE TET IDES TES TS ae or Gale $ Borel 


Notes: By cutting the ack this barrel in half, its weight has been Notes: Additional — bes saan added to this short barrel. 
reduced to a fraction of its mid-sized counterparts. 


PML CM a WT POW. SPD | RNG | LONG | MED | SHORT ea cog 5 
35 150} 5} Sf | T1000 | 700 360 | 45 150] 25 | SO] S5 | 












SHORT, BARREL Ill 


Notes: This model improves on one of the short barrel’s major \ 
weaknesses—accuracy. ace: 
on A 


WT POW) SPD | RNG | LONG | MED | SHORT) CAP | UPGRADE | SELL WT | POW) SPD | RNG | LONG | MED |SHORT| CAP | UPGRADE | SELL 
360 | 45 {| 150] 25 | 10 | 40 | 80 | - | 4000 | 4550 | } 240 | 50 | 150} 45 | 20 | 80 | 105 | - 13500 | 19600 | 


>| SHORT, BARREL 8B ay vt 
winter storm. 


UM Se 2) 
30_| 55 | 180 | 55 | 20 | 80 | 105 : 21000 | 34300 


SCOPE PARTS 
SNIPER;SCOPE 


Notes: Zooms in on distant targets, allowing for precise aiming 
while sniping. 


WT | POW SPD | RNG | LONG | MED | SHORT CAP | PURCHASE! SELL Maan ee 
Rome fl Ss tt 750] - | - | 1000 | 700 










Notes: Ths high-quality short barrel is quite expensive, but many 
features have been upgraded. 





































iu Had TO 


CAP | UPGRADE | SELL 
- 8000 |: 10150 








Notes: When equipped, this unique short barrel will increase the 
amount of EXP earned by its user when making a kill. 














a a a a a a) 
] Materia Floater 32000 Materia Floater Y 


MATERIA FLOATER: Y 


Notes: Raises the level of equipped materia by two. 









Me 
450 | - - | 32000 | 23100 Fo 






POWER BOOSTER 






Notes: This optional attachment significantly increases a weapons 


a power, however, it is quite heavy. 
Ma eat roe ite ie 

1___ Power Booster 8000 +35% Power Booster 8 WT | POW |SPD| UPGRADE | SELL 

2 Power Booster 8 23000 +60 Power Booster Y |_- 8000 | 6300 












POWER:BOOSTER 


ee This optional attachment increases a weapon's power at a 
rate. 






L750 | +60% | - | 23000 _| 


200 


GRAVITY/FLOATER > YF " 
Bn aterm at = 


ao a a TT 
1 Gravity Floater 8000 Bae eke 


oar #00 Flealer Y WT | POW |SPD| UPGRADE | SELL 
2 Gravity Flocter 8 23000 | -800 =—————_ Gravity Floater mt  Eaariea anes 
ad ay 
) 
a 


BYGRAVITY, FLOATER:¥— fee 


Le Peed sae 
pe ey 


| _1000_| 700 _| 12000) _- | - | 25000 __| 25200 | 


MATERIA BOOSTER 


Materia Booster wenn oe 
ra eT 


Pl aaa ae Pee leaner 


MATERIA;BOOSTER nf MATERIA|FLOATER: Y ae 
Notes: This a attachment raises the level of equipped . =: Notes: This optional attachment raises the level of equipped 


oe = ioe 


WT | POW | SPD oH MEL aR asa 
[450] - | - | 32000 _| 


WT | POW SPD | PURCHASE! SELL 


1750} - {| - | 24000 | 16800 jam 


. CERBERUS;RELIEF:3 


STAGE |MODEL alg DEF USL 
1 Cerberus Relief 6500 3S (ss+4~—SsCCerberus Lt WT | DEF | UPGRADE Nit) 
2 Cerberus Relief 18000 = = +4-~—_ Cerberus Relief Y 30] +1 | 6500 | 5250 


sj CERBERUS RELIEF. Y 


Th DEF PURCHASE SELL _ ee DEF UPGRADE A 


Pie 18000 17850 





S ADJUSTER 


ijuster 
























Evolution F 












Tease 
1S Adjuster 15000 +75% S Adjuster Y 


S “ADJUSTER 


Notes: This accessory increases the accuracy of short-range shots. 


aR 
30 









Notes: This accessory significantly increases the accuracy of short- 
range shots. 





Re 23 Na 


AS 
1 MAdjuster 15000 +65% M Adjuster Y 
a 7 


eq M/ADJUSTERY 


CU a SS 
30_| +20% ] 





LADIUSTER. 


Aclissctaye Cunaletian Clinuw 
L Adjuster Evolution Flo\ 


Ca a Te 
1 LAdjuster 15000 +65% L Adjuster ‘Y 


LADJUSTER LADJUSTERY 


Notes: This accessory significantly increases the accuracy of long- 


range shots. 


WT LONG | UPGRADE 
30_| +80% | 15000 





Notes: This accessory increases the accuracy of long-range shots. 





Nit 


CCT 
30 15%] 





























r Cross Evoluti V 
] Power Cross 6500 + lower Cross B 
2 Power Cross 8 18000 +15 Power Cross ‘Y CMTS 03 SELL 


POWER; CROSS 


Notes: This accessory significantly increases the power of melee 
attacks, 


WT | MELEE DMG PURCHASE _ SELL Mh 3 Nits 


| Notes: This accessory slightly increases the power of melee attacks. 





MATERIA 
FIRE MATERIA 


Notes: Materia infused with fire energy. ef | < foe Notes: Materia infused with lightning energy. 


WT | PURCHASE |SELL es. WT | PURCHASE SELL 
| 30} 1000 | 700 | | 30 | 


Notes: 


WT | PURCHASE |SELL 
| 30 | 


MISCELLANEOUS 
RECOIL LIMITER 


Notes: This accessory reduces recoil, allowing for more precise 
aiming. 


rs 
BLIZZARD, MATERIA 


mma SN eee 8 


30} 16000 | 11200 | 








You use these items to keep Vincent alive and healthy. They are used to replenish spent HP and MP, but also to resuscitate Vincent if his 


HP reach zero. You can purchase most of these items from a shop, find them in the field, or obtain them by defeating an enemy. One 
especially valuable item listed here has special criteria to obtain it, so read carefully. 


HP Replenishment Items 
CERCA a 


Potion 10070 
Hi-Potion 300 210 
‘Mego-Potion 500 350 


X-Potion 800 560 
‘Red Potion N/A 10 


Vito! Rations. 0 | 0 


Poin WA 10 





‘Ether §=—-'1000 700 


| Red Ether N/A 10 


Spit «= 00 
Rations 






ITEM DATA 


Items in Dirge of Cerberus: FINAL FANTASY VII fall into three main categories: 
consumable items, ammunition, and key items. You can purchase and sell many of these 
items at the shops located throughout the game and between chapters, but many of these 


items have roles to play in furthering the story and Vincent's exploration. 


Instantly restores a few HP. Up to 200 HP restored. Elixir 3000 2100 ] Instantly restores all HP and MP. 
; Instantly restores some HP. Up to 800 HP restored. Phoenix Down 1000 700 ] Instantly restores all HP when user is KO'd. Must be 
2 Instantly restores o moderate amount of HP. Up to 1500 consumed prior to HP depletion. 

HP restored. Elixor N/A 10 2 A legendary tea combining all the benefits of an 
2 Instantly restores all HP. Elixir and Phoenix Down. Must be consumed prior 
5 This blood-red potion instantly restores a random amount to HP depletion. 


of HP. Restores either 1, 200, 800, or 1500 HP. 


5 This nutritious diet supplement developed by WRO scientists Snecial tems 


instantly restores a few HP. Up to 300 HP restored. 


2 only restores a few HP...? 1 HP restored. Limit Breaker N/A 850 Temporarily induces Limit Break status 
when activated. This item enables Vincent to 


MP Replenishment items 
Ce ae Gold Moogle Doll N/A 35,000 99 A rare gold doll presented to any who succeed 


Instantly restores 0 moderate amount of MP. Restores up to 
50 MP. 

5 This blood-red ether instantly restores a random amount of 
MP. Restores either 5, 25, or 70 MP. 

5 This nutritious diet supplement developed by WRO scientists 
instantly restores a few MP. Restores up 20 MP. 


AMMUNITION 


ae a 


Handgun Bullets 10 
Rifle Bullets 20 
Machine Gun Bullets 20 


Death Penalty Bullets N/A 





Ammunition used in handgun-type weapons. These bullets are 
used in the Cerberus and Ultima weapons. 

500 Ammunition used in rifle-type weapons. These bullets are used in 
the Hydra and Bayonet Rifle weapons. 

500 Ammunition used in machine gun-type weapons. These bullets 
are used in the Griffon and Blast Machine Gun weapons. 

500 Ammunition used in the Death Penalty weapon, acquired once 
Vincent gains control of Chaos. 


MEV @IIENS 
Cra tions 


Cardkey 

Rusty Key ] 

Omega Report 8 
= G Report 3 


Top Secret File 5 


STE TCT Not everything Vincent acquires in the field 


Used to deactivate electromagnetic barricades. Vincent will never need to carry Cardkeys over is meant to be ingested or used to fend off 


from one area to the next. 


A small key once owned by a resident of Edge. Only found if you fail the Stage Mission involving 


the boy in Edge. 


A disk containing information on Omega. There are more than just the four found inside Shinra. | +4cOomplete Stage Mission objectives. Always look 


Mansion during the “Manor of Despair” chapter. 


A disk containing data on “G”. Collect all three and stay tuned after “The End” screen to see a 


special ending. 
A disc containing classified information on Deepground. 


Combination & Resuscitative Items 
CS STOTT 


rs yA 


transform into the Galian Beast. 


in defeating 100 enemies. Says “kupo” when 
its nose is pressed. Complete Stage Mission 3 
in the “Beginnings” chapter to win this item. 


No matter what gun parts you assemble with the various 
frames, barrels, scopes and accessories, that weapon will use 
one of three main types of bullets. Bullets are often found 
in the field, whether inside a briefcase or crate, or via an 
enemy drop. Later in the game, you may need to purchase 
ammo from shops. This is especially true if you rely heavily 
on the Cerberus weapon, which fires three bullets per 
squeeze of the trigger. The following purchase prices reflect 
the cost of each individual bullet. 


enemies. You must find many key items to 
advance through the areas, further the story, or 


for the following items, as you can’t purchase or 


sell any of them. y = 








The world of Dirge of Cerberus: FINAL FANTASY VII is not a safe one. It’s filled with aggressive creatures of all shapes and sizes and even 
someone with Vincent’s firepower and prowess must be careful. On top of the threat from the local wildlife, there is also Deepground. This 


secret unit formed deep below Midgar by the former Shinra Corporation possesses a number of deadly units bent on bringing the worldt 


its knees. 


If you're to succeed in conquering these enemies, you need knowledge. The following pages contain all you need to know about each foe 
Vincent encounters during the game. They are arranged in order of appearance and provide details on their general behavior, their attack § 


styles, and even where they should be hit to score a Critical Hit! 


DG SOLDIER 


aaah iG cinta yee cee 
ATTACK NAME DMG TYPE DESCRIPTION 


ea UCC LOR COMM MM UUR TOR UU Coss ORCC oN 
ae pL MOOR LUR UCR MMLC CURR CCsm CIN CRTC Lis 


Deepground Soldiers are the most 
common enemies in the game. They 

x a x typically attack in groups of three and are 
TS armed with low-powered assault rifles. 

x} Xx It’s easy to chain them together and they 
don’t pose a significant threat, although it is best to use cover to avoid their machine gun 
fire. They also have the ability to utilize any nearby gun turrets, in which case eliminating 
them becomes a top priority. 


CHAPTER APPEARANCES 
A MS 





TT 


Pa aul CRBS ts ast 
ATTACK NAME DMG TYPE DESCRIPTION 


ea Varies |Normal | Fires its machine gun at Vincent. As battles continue, DG 
CORR RCO OR SI RT 
intelligently. 

Resorts to kicking enemies when encountered at close-ran 


ite Ue 






Deepground Commanders rarely make 
themselves present, as they prefer to 


CHAPTER APPEARANCES 
















ae 
am =| S| | leave the combat up to the grunts they 
TES RC PSPS command. That said, they possess more 





| __E armor thon standard 6 Soldiers and are 


0 bit more cunning as well. Their guns are slightly more powerful than those issued to the 
DG Soldier. 
















SNe 


aaah ead 


ee 






PVG Gee Se) 

Peg a COR CR CUR CUR CIR IRL Ru 
CLA 8 

QO CML CEC CR LLU Sy 

A jump attack that uses a knife slash followed by a side swipe attock 


Slash KRU Cc 
Teo LE 


CHAPTER APPEARANCES 
Te 
- Beapenene | 
SORPUM CM MIMMPAREPS 0 dog. They con quickly pounce on their | 
| | RM ELF prey and attack with quick knife strikes, 
As Vincent draws closer to Midgar, the Beast Soldiers will display improved speed and the 
ability to run across walls, 












These odd creations appear as if they 
were once a normal DG Soldier, only 
now they move about on all fours like 

























ety 


WEAK POINT Boe 


ATTACK NAME DMG TYPE DESCRIPTION 

ESO 35x2 |Hard — | Will hunker down low to the ground, then pounce and slam 

against its prey twice. 

This is a fast attack that can be difficult to anticipate; it’s t 

SUC) 

Tentacle 25x3 |Hard — | Snaps its tentacle three times, allowing the pointy dagger at ! 
end to deliver small bursts of damage. 











Leap ST at 









These lion-ike creatures roam the 
wastelands, hunting in large packs for te . 
rare morsel of prey found in this barren 


eae a rl a 3) 
A Ma MS 


_ || CU 


THORS PSS region. They attack with powerful jaws 
| | LR | and razor-sharp claws ond ore copable of i 


overpowering and outnumbering all other species, including man. 



























Ya as 
x OM {TT 


PGES te 
CNC LOE Se UCR eM ea 
to dodge by hiding behind cover. 

RT ERC CI AICUNCICR UMLLck Le Cd 
OC RRC OR CC 


tay bc 


DG Snipers are like DG Soldiers, only 
they're outfitted with a long-range sniping 
rifle and take position far out of reach. They 
COPA MPSS lic in woit ond utilize cover when lining up 
= = their shots. Although they are relatively 
immobile and lack much armor, y, they can be difficult to locate. Look for the muzzle flash from 


CHAPTER APPEARANCES 
7 <M 


ee 
















their rifles and aim for a Critical Hit. 











PON Lee sie te 


SPO] ] Se SRC RO Cen RCM Cn 
PO ue Cau rs TAU UAL AC 





Like the boss fought in the Ege 
warehouse, this particular unit features 
sturdy armor and a large-caliber cannon 


CHAPTER APPEARANCES 
A > 


me la 


TROP PAM Mee for c gun. Although its rate of fire is slow, 
sss the shells it fires con deliver significant 
damage. Fortunately, these particular Deepground units move slowly and are rarely 
encountered at close range. Drop them with a welk-placed Hydra shot to the head. 













PRT 
CL Hed 


PUPS ee setae 
Oya Varies |Normal | DG Sergeants carry machine guns or rifles and they're capable of 
UT Ce os cee Ces 

Will strike with the butt of the weapon if approached at close 

Lei 





ay bc 


CHAPTER APPEARANCES 
A 


aa 


The DG Sergeant is a stronger version 
of the DG Soldier. He packs a riflelike 
weapon and lots of armor, but perhaps 
most important to his survival is his 
advanced intelligence and ability to 
outthink his opponents. 









USL 2 2 
X x X 





























pty 


PNET Ge a se at 

AT a CaCO LG Mca Ee Cer RUM Te 
step to the side as soon as the Sahagin rears back to thrust the 
ays 

CCR IY Cm RRS LC TT 
SCLC RRC CR OR TTT 
this attack while counter-attackin 


Um 95 |Hard 





a aide ood) at) These sewer-dwelling mutants resemble 
a mi Myae turtles, but they are much larger and well 
la |__| _ armed! Sahagin attack with a trident that 
CAPSS it con use as a melee weapon, and also 
have the ability to fire piercing projectiles. 
Sohagin v wear 0 protective ‘shell around much of their body, but their head is unprotected and 
vulnerable to attack. 











aida) 
pT ln = 


ATTACK NAME DMG TYPE DESCRIPTION 
rong Varies {Normal | Fires its twin bazooka cannons simultaneously at Vincent's 


direction. These shots have no homing capability and can be 
Sse 


The Sweeper is a hovering, robotic drone 
that tracks enemy vehicles and scouts 
ahead for Deepground. It fires twin 
rockets at its targets and has the ability 
to ram them with tremendous speed. 
Aithough la are not difficult to estoy, you ; must beware of their delayed self-destructive 
explosion. 
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“Most damaging of all is their ability tc to knock down Vincent. When encountering a SOLDIER 
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Shield Attack 10 |Hard | Will attempt to ram into Vincent with its powerful shield. Try to 
strafe around it or shoot its weak point while it turns. 









This small robotic shield moves on tank 
treads and features a large, heavy plate 
of armor in the front. The Bull Head will 
provide cover for surrounding DG Soldiers, 
as well as attempt to ram Vincent if he 
approaches too close. 
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Vincent can side step this quick, lunging sw 
speed of the attack is surprising 

250 | Blowback | Watch for the SOLDIER trooper to crouch down, as this indicates that he's 
about to begin a spinning slash with his sword. 

UO ALON Om ICRC RTL 
both hands, as this means he's about to perform this powerful 
PURSE 


iiss) 100 | Hard Cad 
STE) 


Overhead Slash YL 





CHAPTER APPEARANCES Some of Shinra’s old guard still inhabit 
ee emery the mansion. These swiftmoving 
r swordsmen are masters of their craft and 
(APR PAMMPSe possess a number of attacks that can 
LS |__| inflict a moderate amount of damage. 





trooper, always aim for the head and try and keep your distance; try to avoid engaging 
them in melee combat. 
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ATTACK NAME DMG TYPE DESCRIPTION 

Leesa 100 |Hard — | Lunges forward with its lengthy neck and pecks at Vincent. 
Quickly double jump out of its reach to avoid it 

100 | Blowback | The Epiolnis will spin in a circle and hit Vincent with a powerful 

OLGA RCM CAM Ca Kc 

Watch for the Epiolnis as it runs toward Vincent, because it might 

not stop! 







Spin Kick 
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These ostrictlike creatures rely on their 
tremendous size and strength to keep foes 
at bay. Although they are quite skittish and 
will often flee any sensed danger, they will 
attack if necessary. Beware of their sharp 
beaks and strong kicks! 
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ATTACK NAME DMG TYPE DESCRIPTION 


LAU 120 |Hord | The Bizarre Bug's first instinct is to charge forward and ram its 
POR MUS CARS AU ALCO 

Blowback | Beware when the Bizarre Bug turns around and lifts its wings, 
CCR ROR CRS AUCs ER 
Ae 


CSA Tt) 


These man-eating bugs spit digestive fluid 
onto their prey to weaken them before 
moving in for a body slam attack. Bizarre 
Bugs are easy to avoid when encountered 
individually, but they often travel in packs! 
Approach any burrows with caution. 
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ATTACK NAME DMG TYPE DESCRIPTION 

Downslash cet ACCA OL URC UCR LR CLALIT 
powerful downward slash can knock Vincent to the ground. 

See URC M LR I Um CCR eC am Unc LRscT 
from his lower-left to the upper-right and knock Vincent into the 
mIRC es 


Cas rit) 


CHAPTER APPEARANCES Although they resemble their bazooka- 
imme toting brethren, these enemies only carry 
a | _ asword. As long as Vincent stays clear 
COPIED of their reach and avoids their damaging 


x X || |__| sword attacks, he can eliminate them 


without much trouble. 
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Vara ee) MEAL 301001), er ta 

aranasneg 50 |Hord — | Moves towards Vincent's feet and emits an electrical discharge 
from its antenna. Use a gun with a high speed rating to track the 
CU MI 









The Red Saucer is an ankle-high, dish- 

shaped drone that emits an electrical 

charge that causes low to moderate 

PH damage. Red Saucers move quickly and 
SERRE often appear in large numbers. Although 

they are relatively harmless alone, the combined output of an army of them can become 

quite a serious problem. Use a lightweight weapon to better track its rapid movements. 
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ATTACK NAME DMG TYPE DESCRIPTION 

Machine Gun CC RCM CURE DSU OM UU ALR ucn 
GOS 

Missiles Varies | Blowback | Will attempt to lock onto Vincent's position and fire a missile from 
its left arm. Dodge the missile by strafing out of the wa 










The Black Widow Vincent faced earlier 
is back and this time it’s not alone! This 
non-boss variant of the Black Widow is 
programmed to charge after enemies and 
will often self-destruct by crashing into * 
walls if not defeated sooner. 
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PP aul Nose Cone 
PUN GU | 


UOT URAC U RCCL an ice TORUS ts 
from beneath the nose cone. It is very difficult to dodge due to its 
BU TCU LU 

UTS) Varies | Blowback | Listen for the sound of these rapidly fired missiles that have 
terrific homing capabilities. Zigzag away from them while leaping 
into the air to avoid them 














The Chopper is the standard mode of air 

transport for Deepground and packs a 

[a8 | _ good amount of ammunition. Its machine 

TAOS SE gun fire is difficult to dodge because of 
x 7. h its speed and spread pattern, while the 

Chopper’s armament can be launched in mole barrages. These missles can be dodged, 

however, and can be shot out of the air. 
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Extremely rare, these dancing cactuses 
seem like the life of the party, but they 
also possess potent attacks. Always 

be respectful of your opponent's 
capabilities —especially an opponent that 
can stab its prey with a thousand needles! 
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ATTACK NAME DMG TYPE DESCRIPTION 


Machine Gun Varies |Normal | Flies along a pre-set patrol route and fires its machine guns at 
random. These are very difficult to avoid, although not all Aerio 
SGU CCR OREO CICA ae! 
UR OLUGe 






These needle-shaped, explosive devices 
float just above the ground and move in 
pre-set patterns. They are relatively rare 
and, thanks to their slow speed, are quite 
easy to avoid. However, direct contact | 
will result in o large explosion. 
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about the air constantly firing at Vincent. Destroy them quickly 
or else suffer the consequences. 











Shrikes are essentially DG Soldiers 
outfitted with jet-packs and wings. They 
can fly rather quickly and will try to stay 
CRS SS directly over Vincent, making it hard to 

i shoot them. Their machine guns possess 


CHAPTER APPEARANCES 
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avery fast rate of fire and spray “ules in 0 wide pattern. 
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ATTACK NAME DMG TYPE DESCRIPTION ATTACK NAME DMG TYPE DESCRIPTION 

Tay LC MLM Cee AMR RMR emt ts Dien an Varies {Normal | Fights very similarly to the DG Commander with his machine gun 
its slow speed. Fortunately, the Gargoyle prefaces this attack by usage. These bullets are tough to avoid, so seek cover. 
shaking in mid-air and emitting a shrieking sound. Gry LC oem mR Ce Ree mick to 


: ’ CRO CU ALCOR niet rect 

Ma aw ood at) Gargoyles fly in large, circular patterns 

TT) often rising and falling as they fly. = ITNT as) The DG Elites resemble DG Commanders 
Although they won't come too close Vai ge in oppearance but serve to protect DG 
to Vincent or use a melee attack, they | Commanders and utilize a powerful 
possess a powerful sonic wave projectile TRESS Shield Materia that repels gunfire. Use 
attack. They will shutter in place with their wings spread immediately before attacking. ol cover to protect from its machine gun 
attacks and counter with Materia Shots or Limit Breakers. 
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POG eA et | ATTACK NAME | DMG TYPE DESCRIPTION 


alates 100 [Hard] Wl hunker down low othe ground, then pounce and slam Dani CNC ACS eet 


against its prey with its large body. , : 
tr) PO RC CML LUO RIC OM RS CRC? get a ELL 


Ca 
Tg 40x3_ |Hard — | Snaps its tentacle three times, allowing the pointy dagger at the CHAPTER APPEARANCES This stationary robotic gun turret fires 
end to deliver small bursts of damage. UMMM condom bursts of machine gun fire with 






























Ga a This former boss creature now attacks |__| __| surprising speed and duration. The Twin 
ri ‘Mae in numbers and at a very close range. REP MPemmree © Sentry doesn’t need to pause to reload 
"mua es ews Rs Beware of its powerful tentacle and : X and can inflict serious damage, so destroy 





CRAZE body slam attacks and waste no time in it quickly! 


knocking it back with a barrage of gunfire. 
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aa 160 |Hard — | Attempts to capture Vincent by appearing at close range. It then 
fires its projectiles at him. These shots have limited tracking 
(OE AC AR 


at wade ay This foe fires projectiles while hovering 
ol | 02 | 03 | 04 | 05 just above the ground. It will suddenly 


| appear out of thin air and attempt to 


CAC PSM PER capture Vincent in its leaves at a close 
range. 
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eu 135 |Hard | Opens its petals and fires a powerful purple energy beam that 
EW AUC Ce 


ti APPEARANCES This hovering, four-petal flower bud 
NT a ec 3 opens up and fires a powerful laser that 


jo a ee can track after Vincent as he moves. 


CARS RA ESS fortunately, it’s not very fast and cannot 
| aim directly beneath itself. 
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anid 100 | Blowback | When this beast gets moving, nothing can stop it. This body slam 
attack can deliver significant damage if Vincent gets too close. 


Thrust Up Ge CSL RC CC RRL R ORS RI a ROR on 
horns to thrust Vincent into the air 


CHAPTER APPEARANCES This massive, dinosaurlike creature roams 
a a ey ee the lands atop the food chain. Those 

who dare confront this beast risk being 
trampled or gored. 
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Sephiroth plans to use Meteor, a spell that will destroy the planet. 


In the Forgotten City, Aerith invokes Holy, which will destroy anything that is harmful to 
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intensify. It should be noted that this group is different 
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The Shinra Company orders the Turks, an elite group 
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The Turks scout out Azul as a candidate for SOLDIER. 





It is discovered that Sephiroth has physically VOCS I RR OCs 
ICCC LEN CRUCIAL UI awakened. Cloud goes missing. 
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Materia, which is necessary for using Meteor. 
The destructive spell is cast. 
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Nibelheim’s mako reactor. 
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Project inside Shinra Manor, Sephiroth becomes 
convinced he is an Ancient. Coming into contact with 
Jenova awakens something within him, and with 
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the ground. Soon after, Cloud casts Sephiroth into the . 
ee 


TOC HUE LARC CIC RCR UC mS ATT 
TO CROCS COUR RL Co 
TC CIR CTC LE 


MAAR ib edie ee 
more Clearly what hi 
ould have d 


Cloud is found in Mideel suffering from 
extreme mako poisoning. After falling into’ 
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Zack is killed during Shinra’s pursuit, but Cloud 
makes it to Midgar. 


Cloud reunites with Tifa and joins Avalanche, 
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Shinra burns the village of Corel to the ground 
and builds the Gold Saucer in its place. Barret, 
having lost his wife and one of his arms, swears 
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After gathering all the mako energy within Midgar, Shinra destroys the Nr 
protecting the Northern Crater using the mako cannon. The cannon goes out Ni 
control, however, when Hojo attempts to give power to Sephiroth, his Me 
son, The Shinra Company is destroyed by a single attack from one of the Weapons. 


Hojo, who had turned his own body into an experiment, transforms into a monster. 
Cloud and the others destroy him, but his knowledge and memories are uploaded 
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geostigma, breaks out. 


CM Re Ces CC 
MRR CUERT RURte 





Cloud and his party defeat Sephiroth at the Northern 
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powers, is fully unleashed. Holy stops Meteor with the 
aid of the Lifestream, and the planet is saved. 


Possessing superior strength and skill, Weiss 
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Midgar Died... 


Something Survived... 
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7 ~ | Struggling to come'to grips with the burden of his past, Vincent Valentine battles the devious members 
% keen of Deepground, a secret unit developed by the Shinra Company that has risen from the ashes of Midgai 
| ee {*) and have begun attacking the populace. 
Deepground is in pursuit of Vincent because they believe he holds the key to controlling Omega. Teamed 
with the newly-formed World Regenesis Organization, Vincent must battle the forces of Deepground 
9 Se while overcoming the even stronger demons residing in his mind. 
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© Locate every hidden Memory Capsule in the 
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